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The Power of CD-ROM. 
The Beauty of Discovery! 



Take An Extraordinary Journey: 

In The Company of Whales 

The acclaimed TV event is now a remarkable new CD-ROM from Discovery. Two years in the making. 

The largest cast on earth. A spellbinding multi-media exploration into the lives of the world's largest mammals. 

Sure to become your family's favorite! ■ 45 minutes of action-packed exclusive video, including humpbacks bubblenetting, 
blue whales feeding in icy Antarctic waters, and killer whales devouring a gray whale ■ More than 200 compelling 
photographs plus explanatory illustrations ■ Narrated by Patrick Stewart ■ Runs on Windows/MPC, list price $49.95. 

Available now at your local CD-ROM dealer or call 301-986-0444, ext. 5880 for more information. 
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First Look 

Wow! It’s a spiffy looking pub you’ve got 
there. I’m impressed. Wowed even. Very 
high class. 

Derek Slater 

Framingham, Massachusetts 

Since Electronic Entertainment is so new, 
you should keep in mind the little guys— 
those companies just entering the market— 
instead of the monster corporations that are 
already household names. They get enough 
coverage as it is with all those computer 
magazines. The little guys have some good 


an idea struck: Why not 3DO on a card for 
the PC and Mac? They could sell it in two 
versions—one with the CD drive for those 
who don’t have one yet and one without 
the CD for those who do. 

Surely the unit could sell for far less than 
the standalone boxes. Besides, the 3DO card 
could use the computer’s hard drive and 
floppies to store saved game information. 
From a money standpoint, it’s an idea that 

alone unit. 

Paul Thurrott 
Scottsdale, Arizona 


systems are getting more complicated. I work 
for a major software retailer, and I know how 
bad it’s getting. More people are buying com¬ 
puters, but they’re in the dark about their sys¬ 
tems. Have you ever tried to explain to some¬ 
one why their new game won’t run because 
they don’t have enough conventional memory 
freed up? When they have trouble they don’t 
call the computer manufacturer—they call me, 
the software retailer. 

Pat Chard 
Via America Online 

The choices I make as I’m playing role-playing 
games are quite unrealistic and removed from 
everyday logic. In one case, the choices were so 
arcane that they demanded either immediate 
purchase of hint books or a phone call to a 
gaming hotline. Of course, I could just use 
cheater software and never have to decide 
what to do again. 

Paul Chance 
Portland, Oregon 


Teri Liston 

San Carlos, California 

I just received the premiere issue of Electron¬ 
ic Entertainment. You’ve done a way beyond 
excellent job with this first issue. I didn’t see 
anything on OS/2 Lite—and that makes me 
very happy. 

Michael Drips 
Brandon, Florida 

E2, Nee PC Games 

I was a litde confused at first when I received 
my first issue of Electronic Entertainment 
because I sent out my PC Games subscrip¬ 
tion card in August. But I like E2, mainly 
because of its diversity. I use both PCs and 
Macs, so now I can just look at your maga¬ 
zine and know what’s going on in the whole 

There is one question: When I subscribed 
to PC Games, it was $19.95 for 8 issues. 
How about £2? 

JiaYan Xiang 
Via Internet 


We agree. Are you listening, 3DO? —Ed. 

S.O.S. Tells It Like It Is 

Your Tech Shop S.O.S. (January, page 134) 
is a real hoot! I loved the comment “Nothing 
really ‘runs’ under Microsoft Windows. A 
brisk walk is about all you can hope for." 
There were a bunch of other comments that 
showed you’re pulling no punches. You 


guess I need a subscription so I can 
keep on drooling. I need to win the lottery, 
too, in order to avoid bankruptcy from too 

Rene Churchill 
Lowell, Massachusetts 


You know what frustrates me? Games that 
tax my energies by forcing me to find every 
little secret clue to make any progress. I 
prefer the straightforward, arcade-style 
games that I can just sit down and play with¬ 
out having to figure it out in advance. How 
about it? 

Phil Harrington 
Watsonville, California 

An Idle Revolution 

The problem with the com¬ 
puter entertainment industry 
is that it’s bent on exploit- 
its market. I’d like to 
the industry give some¬ 
thing back, whether it be 
intellectual, emotional, or 
spiritual content of some 
value, or at the very least, great¬ 
looking graphics and hot sound. 

I’ve been hearing a lot of talk about what’s 
coming for the last couple of years—I’m still 
just hearing talk, and seeing crap. Wake me 
up for the revolution. 

Robert B. Gelman 


know, rt really figures, first I buy 
a house, then it’s sk 
and you guys have to come 
along and send me this mag- 

I was also drooling over 
the Mark D Weapons Con¬ 
trol System (“The Joy of 
Sticks,” January, page 126)— 
pricey, but ooh, that looks fun. 



As a PC Games subscriber you will receive 
12 issues of Electronic Entertainment for the 
same price.—Ed. 

A Box for the Rest of Us? 

I just read your premiere issue and was 
pretty impressed by the overall quality. 
While reading the 3DO review (“3DO: A 
First Look at the Games,” January, page 67) 


Complicated Games 

It’s nice to see a magazine that caters to the 
upper spectrum of gaming and leaves out the 
16-bit generation. I especially enjoyed the 
article written by Nolan Bushnell (“King 
Pong” January, page 140)—there was a lot 
of truth to it 

Games are getting more complex while the 


Moss Beach. California 

Got something you want to get off your 
chest ? Do it! Write, fax, or e-mail us at: 
Letters to the Editor, do Electronic Enter¬ 
tainment, 951 Mariner’s Island Blvd., Suite 
700, San Mateo, CA 94404; fax: 415-349- 
7781; MCI ID: 619-7340; and CompuServe: 
73361,265. ^ 
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n Strahd’$ 

Possession 

U nmask and defeat Strahd, one of the 
most nefarious of all gothic horror char¬ 
acters, or you'll never escape the terror of 
the AD&D® RAVENLOFT'game world! 

Presented in High Resolution 320 x 400 
256-color VGA, Strahd’s Possession delivers 
twice the quality of VGA without the cost of 
a Super-VGA card! So you experience gothic 
honor role-playing at its best in this visually 
stunning game. 

Bask in the glow of an exceptionally 
large 3-D gaming window. Explore bone- 
chilling dungeons. Challenge 30 
RAVENLOFT game world creatures, 
over 60 mage and priest spells. Let auto¬ 
mapping keep track of your travels with 
maps that print — complete with any 
you made on them along the way. 










DDN'T BUY A SOUND BOARD UNTIL 



COMPLETE COMPATIBILITY GUARANTEE. 

SoundMan Wave's Yamaha OPL4 chip is completely compatible 
with the AdLib/Sound Blaster standard—no software emulation 
tricks like other wave boards. SoundMan Wave is backed by a 
\ 100% money-back compatibility guarantee, '6nd to back that up 
Mpl. gi've $500 to the first person that comes across a game 
with vthich SoundMan Wave isn't fully Sound Blaster compatible. 
' .Right now, thanks to bur unique MIDI interpreter, you .can .get 



Space-Quest 5 that already fake full advantage of our'wave 
technology. Dozens more are expected to hit the market every 
month. And if you're shopping for a new CD-ROM drive, 
be glad to know that ScjndMah's SCSI interface connecter 
allows i} to work with a wide array of CD-ROM drives; l ' 



YOU'VE HEARD US TDDT OUR HDRN. 




WAVE TABLE SYNTHESIS 

Yamaha OPL-4 stereo synthesis; 44 voices, 
both FM & wave table synthesis 
128 General MIDI instruments 
Advanced MIDI interpreter for General 
MIDI/MPU-401 interface 
CD-QUAUTY SOUND 
16-bit & 8-bit stereo recording and playback 
Sampling/playback rate from 4kHz to 44.1 kHz 
ADVANCED HARDWARE FEATURES 
Hardware compression including AAA, ADPCM & 
CCITT A-Law and u-Law SCSI CD-ROM interface 



Stereo amp outputting 4 watts per channel 

IBM-standard joystick port 

SOFTWARE 

MCS MusicRack™ 

Recording Session” 

BeSTspeech® Readout™ 

Soundman Annotator™ 



The Senseware" 
Company 








3D0 Gets New Feelers 

P laying a flight sim with 3D0's standard control pad is a lot like driving 
nails with a wrench: It's the wrong tool for the job. But 3DO multiplayers 
will be able to break out of their control pad rut pretty soon. 

Input-hardware maker Logitech and joystick maker CH Products are just 
two of the companies reportedly building alternative 
input devices for the box that’ll help players get the most 
their software. Insiders say CH Products is working on a 
version of its Flightstick Pro that’s scheduled to hit 
the shelves early this year. In fact, CH engineers | 
have been working with 3D0 to establish a 1 
standard interface for such multibutton con- § 
trailers as the Flightstick Pro that will even | 
include tactile feedback. 1 

Meanwhile, Logitech says it wants to s 
produce a 3D0 peripheral in time for the | 
’94 holiday season. Though Logitech | 
isn’t saying exactly what type of device * 
ifs building, 3D0 clearly needs a mouse- | 
like peripheral better suited to controlling edutain- *j 
ment and informational software than the current | 
control pad. A 3D0 version of Logitech's 3-D | 
CyberMan, perhaps? - Christopher Lindquist 1 
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Polyester Lounge Lizards 

Why play air guitar when you can hold a 

roll fantasies come true, 
ite of games and instr 
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Is There a PowerPC in Your Future? 




I f Apple does what it says its going to do, 
PowerPCs should be hitting the market in 
full force by the time.you read this. But don't 
chuck your old Mac or IBM-compatible out the 
window just yet: Exactly 
which multimedia titjes and 
games will be running orr 
this new platform remains 
to be seen, 

lUyou dph’t already 
know what a PowerPC 
is, you will. These are 
Macs (and soon, RCs) 

■with Motorola's new 
PowerPC chip at their 
heart. These systems 
hod a lot of promise: low cost, performance 
that blows away even Pentium-based sys¬ 
tems, and the ability to run software designed 
for DOS, Windows, Mac, Unix-even OS/2- 
on one box. Whether these are more than 
empty promises will become dear once 
PowerPC-based systems start booting up 
around the country. 

One potential disappointment is in soft¬ 
ware compatibility and its hit on 
performance. Sure, DOS 
and Windows titles may be 
able to run on the PowerPC, 
but it'll be running them on a 
supplied “emulator." That means 
that they won't enjoy the super¬ 
sonic speed that native PowerPC 


apps will enjoy—IBM admits they'll run only 
as -fad‘as a midrange(reM: 33MHz) 486 
PC. And while many of the newest Macs will 
‘ let you upgrade to the PowerPC chip, you'll 
still have to be sure youil 
hardware, such as print¬ 
ers: and network cards, 
is PowerPC-compatible. 
If it isn’t, yoj could be 
in for some expensive 
upgrades. - 

JrOn the pluspside, 
“Apple is premising to 
pffer cheap PowerPC 
deals. Its 60MHz entry- 
level system will cost 
around $2,000 for 8MB RAM, a 160MB 
hard disk, and a Quadra 610-style box. The 
-rfffdrange system will feature a Quadra 
650-type box with a 66MHz CPU, 8MB 
RAM, three NuBus slots, and a 230MB 
hard disk for approximately $3,000. And 
around $5,000 will buy you the top-of- 
the-line 80MHz PowerPC-with 8MB or 
16MB RAM, a built-in CD-ROM drive, and 
a 500MB or 1GB hard disk in a Quadra 
800 design. 

Betting on a new platform is always risky. 
But if you're really desperate to be On the 
bleeding edge, keep an eye out for PowerPC 
Macs and PCs as they hit the market through¬ 
out the year. 

-Christopher Lindquist 


It’s Greek to Me 


415-821-0536; CD for Windows/ 
Mac, $69.95) -Beth Cataldo 
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A Kinder, Gentler Virtual Reality 


Survival 
Of the Fittest 




H azardous simulated adventure is 
what virtual-reality centers are 
all about, but there are two 
new games that steer clear of 
the typical search-and-destroy 
approach. In the Loch Ness game, 
one of Iwerks Entertainments Virtual 
Adventures, you help crew a five- 
person ship thats trying to 


spring. As the ship 
maneuvers underwater 
searching for hidden 
eggs, you lob red 
paint at greedy pirates 
who are trying to steal 
the eggs and sell them 
to evildoers. 

In headset-based 
Cybergate from 
Visions of Reality, 
you're of the Ptoxr 


ilization, which is competing against 
the Shandari race to reach t 
only habitable planet left in 
the universe now that over¬ 
industrialization and constant 
warfare have destroyed yours 
Reach the Cybergate before 
the enemy, and the new 
planet belongs to your people 
temember, this is a race, not a 
battle: Instead of killing your 
enemies, you just push 
them back a few miles, 
while you zoom along mer¬ 
rily, grinning as you eye 
your new home. Look for 
both games in malls 
across the country. 
(Iwerks, 310-473-4147; 
Visions of Reality, 800- 
487-6634) 

-Beth Cataldo 

Despite the big guns, 











The Locals 
Would Like To 
Have you For 
Lunch. 


T he good news is you survived 
the plane crash. The bad news is 
you’re on the Isle of the Dead." 1 , 
Now, as you search for survival' 
items and a vyay oft the is'iand, you 
face a horrifying assortment of flesh¬ 
eating zombies, hideous' bats, blood¬ 
thirsty wolves and other unsavory 
locals. Can we help it if the press 
is calling it ''gory," "gruesome," 
"graphic” and "sickening?” .. r ‘ 
You’ll traverse dense jungles, 
treacherous ■ 


_. and explore the 

local village to uniock riddles that 
could aid your escape. And if you're 
lucky, you may even rehabilitate a 
beautiful zombie babe. 

But don’t forget to keep an eye out 
behind you. Because on the Isle of 

tzssr is&the 

See your dealer ft E A ft 
or call today! I/Eftl# 


HI Merit Software 
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Teens Stars Turn to Games 





( here have all the teen stars gone? 
Look no farther than your nearest com¬ 
puter game. If once-young 
actors Kirk Cameron, Jason 
Hervey, and Corey Haim are any 
example, the clear trend is for 
aging teen stars to extend their 
careers by starring in games. 

Kirk Cameron (Mike Seaver on 
“Growing Pains”) experiences a 
new kind of pain in his lead role of 
Chauncey in The Horde (Crystal 
Dynamics; 415-858-4990; 3DO/ 

DOS/CD for DOS, $59.95). Jason 
Hervey (Wayne Arnold on “The Wonder 
Years") makes his game debut in 
Return to Zork 

Rc 


er games that could be havens for maturing 
kid stars. 




rageous Troll 
Leader. The 
lew Zork also 
stars actress 
Robin Lively (of 
“Twin Peaks" and 


“Young Indiana 
Jones”) as the fairy (Activision; 800-477- 
3650; DOS/CD for DOS/CD with 
ReelMagic MPEG for DOS, $79.95). And 
Corey Haim (.The Lost Boys) stars along with 
Blondie's Debbie Harry in Double Switch, 
an intriguing mystery full of traps, secrets, 
and deceptions. (Sega of America; 800-872- 
7342; Sega CD, $59.99) 

But why stop there? We had no trouble 
coming up with five more potential comput¬ 


1. Shannen Doherty (Brenda on 
“Beverly Hills, 90210") in Where in Hell is 
Carmen Sandiego? 

2. Joey Lawrence (Joey on “Blossom’) in 
Prince of Persia 3: The Chest and the Hair. 

3. Mary Kate and Ashley Olsen 
(Michelle on “Full House"), Raven' 
Symone (Olivia on “The Cosby 
Show"), Macaulay Culkin (Kevin in 
Home Alone), and ail the other too- 
cute-to-be-true munchkins as Lemmings 

in Lemmings 3: Money to Spend. 

4. David Faustino (Bud Bundy 
“Married With Children") in Man Enough 2: 
The Quest Continues. 

5. Adam Rich (Nicholas on “Eight is 
Enough”), Todd Bridges (Willis on ‘Diffrent 
Strokes"), and Danny Bonaduce (Danny on 
“The Partridge Family”) together in Police 
Quest 8: The Rehab. 

-Sarah Tilton 
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Face He 

Mm. 

The future of electronic entertainment is here. 

Technology has merged with imagination, and 
computers have created virtual reality—igniting 
a media revolution, launching the interactive age. 


Introducing Electronic Entertainment. With timely 
features, dynamic columns, authoritative reviews 
and sneak previews, Electronic Entertainment will 
take you through ail the hottest Mac and PC games. 
And on to multimedia hardware, advanced gaming 
systems, and accessories. CD-ROM, 3D0, and 
interactive TV. Whatever’s here today, and what’ll be 
coming down the media super highway tomorrow. 
So face the future. With Electronic Entertainment 
Because, if you don't have it, you just won’t get it. 


SUBSCRIBE TODAY! 
12 Issues—Only $19.95 


YES! Please enter my one-year subscription to 
Electronic Entertainment (12 cutting-edge issues) for 
the incredibly low price of just $19.95—a 58% 
savings off the annual newsstand rate. 



Electronic 


Entertainment 

The Entertainment Resource for the Interactive Age 
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High-Tech Nostalgia 


W ith all the latest double-speed, overdriven, billion-color, 
32-bit-with-four-on-the-floor gaming equipment on the 
market today, why would anyone still want relics from the 
Dark Ages of gaming technology? 

Defying the ravages of time and technology, a hardy 
handful of electronic archaeologists continues to seek out 
gaming artifacts from the pre-Nintendo era Their goal: to 
assemble a fossil record of such extinct species as 
ColecoVision, Atari 2600, Intellivision, and Vectrex 
What spurs them on? Morbid curiosity? A desire to 
live in the past? Or is there some other attraction? 

In the old days, says collector Bobby Tribble, “instead of long-lasting games 
being the exception like they are today, they were the norm.* Tribble and and his cohorts fondly 
recall the days before games became formulaic, side-scrolling action adventures. Collector Brian Bernstein 
lumps current offerings into two categories: “Run down this street with a bad-ass look and kung-fu chop everything in sight 
[or] jump this happy-looking character over these dumpy-looking things and get happy points for collecting smiley faces. There 
is no creativity in today’s games," he complains. 

So these high-tech historians search flea markets, haunt yard sales, browse thrift shops, and scan electronic bulletin boards 
to find that elusive copy of Choplifter or Food Fight-or maybe even the Holy Grail of game collectors, Milton Bradley's own 
Edsel, the Vectrex. 

“The Vectrex was such an innovation, having its own vector graphics screen’-like the screen used in Asteroids and 
Tempest—“and so badly timed that very few of them are around," says aficionado Jonny Farringdon. As a result, collectors now 
pay more than $ 150 for a system that cost less than $50 at the end of its first life. 

If you want to cash in or just bring back some memories, dig into the closet and pull out that old game system. You might be 
surprised at how much fun it is.-Christopher Lindquist 
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Other Games May Talk. 

This One Has a Voice. 


Star Trek: The Next Generations 

Patrick Stewart 


Lands of Lore 


The Throne of Chaos 


W, Patrick Stewart as the voice of Kin* 
Richard, Lands of Lore has a royal advantage ov< 
other fantasy 
games: An 

authority, at 
the head of a 
huge cast of 

heroes and villains who speak, 
their way through the most vocally ini 

I adventure yet 
I devised. (A mam- 
| moth 130 MB of 

makes it possible.) 




The Dark Army is on the move, led by the shape- 
shifting sorceress Scotia—and each time you 
meet her she'll be more powerful and terrifying 
than the last. But your powers can grow, too. 
Experienced-based character development makes 
great warriors of those who take arms (in real-time 
combat) against a sea of indescribable monsters 
and makes mighty 
wizards of those 
who cast Larger- 
Than-Life spells. 

castles, living 
forests, hidden lairs, bustling towns, haunted 
caverns, through 30 enchanted 
levels made vividly real by more 
than 20 MB of compressed art 
and special effects. 



Westwood 
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Explore a new game 
world in the style of 
jj* the Arabian Nights! 

High magic and dark deeds 
reign as you face the evil Genie 
Lords in a quest to restore your 
family honor! A complex, pre¬ 
generated character grants you 
quick entrance into the all-new 
AD&D® AL-QADIM" game world. 
Encounter genies, sinister sor¬ 
cerers, wise hermits, and many 
more mysterious beings, each 
with their own secrets and 
challenges. Use magical items 
to face the challenge of real-time 
combat and puzzle solving. And 
savor a tightly woven story line 
that’s enhanced by grand 
cinematic musical themes 
'V — all in the exotic new 
j AL-QADIM game world! 


.THE GENIE’S 
L CURSE ^ 
























potlight 


Make Your Own MIDI 


I f you hated piano lessons but love the 
idea of making music, you've got to check 
out Kawai’s X50-D MIDI keyboard. 

Forget torturously banging out scales— 
with this board's enhanced composing and 
songwriting features, even beginners can 
md like pros. Not only does the X50-D 
deliver 3-D sound through its four 
multidirectional speakers, but it 
offers a 61-note keyboard, 
full piano-sized keys, and 
compatibility with your 
iG-bit MIDI sound card. 

love the X50-D's 
rich piano-sound. 
The overdubbing 
recorder handles up to 
'e tracks at once, as well 
as accompaniment styles 
(ranging from jazz to bluegrass). 
There's also a programmable ad-lib 
eature that lets you instantly sound like 


an expert-just by hitting a single key. 

This keyboard makes it easy to jazz up 
even the simplest song, and its 3-D 
sounds are absolutely stellar. The sound 
is richer than you could ever imagine 
coming out of a portable keyboard. 

Blrt best of all, this instrument makes it 
easy to create your own accompaniment 
music and styles. You can even do your 
own intros, fill-ins, and endings without 
having to endure an endless program¬ 
ming process. Just hit the Stylemaker 
button, select the rhythm, and assemble 
the right instruments and sounds. 

i X50-D to a multimedia 


PC is 


re MIDI ca 


your sound card, and the whole thing is up 
and running in no time. If you’re looking for 
a great MIDI keyboard for making music 
with your PC, look no further. The Kawai 
X50-D is definitely the one. (Kawai 
America; 310-631-1771; PC/Mac, $699) 
-Gina Smith 



national parks, Indian reservations, and other points of interest 


If you need-or simply love-information, InfoNation has the facts you want It will tell you, for example, that the two states with 
the best quality of life are Massachusetts and Connecticut The worst two are Arkansas and Mississippi. Let’s hope the Clintons do 
a better job with America. (Software Marketing; 800-364-5451; DOS/Windows; $49.95) -Donna Meyerson 
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Spotlight 


VIRTUAL DATING 


How to Pick Up Girls 
With Vour PC 




you,’ or ’Take a break. Your body looks 
good enough to me already,’ or ‘Do you 
know CPR? My heart stopped when I saw 
you just now.’ 

Though fascinating in an awful sort of 
way, lefs hope that Man Enough doesn't 
raise a generation of young men who can 
relate to women only through lines like this. 
Woman Enough, for female players, is 
reportedly under development, but don’t 
expect miracles. (Tsunami Media; 800- 
644-9283; CD for DOS, $79.95) 

-FredricPaul 
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Flying Macs 



Laugh—If You 
Can Stand It 


from. Although the disc uses a joke-book 
interface, it's more useful than a typical 
joke book because the humor is cross- 
referenced by type and alphabetically by 
subject™There’s even a rudimentary 
search engine so you can easily find 
exactly the laugh you're looking for. With 
all those zingers to leaf through, though, 
searches are so slow they could be 
arrested for loitering. 

And unlike even, the biggest joke book, 
A Million Laughs' Comedy Club 
a sleazy animated comedian who actually 
delivers some 70 of the jokes. For 
audio excitement, there's a library of 
-funny sounds including Nixon's “I 
not a crook" speech. 

Of course, most 
of the stuff in A 
Million Laughs isn't 
that funny. (Neither, 
for that matter, are 
most joke books.) In 
fact, most of the 
jokes are so old their 

gray. These jokes arc 
so old they're approach- I 
ing middle age for the ^gram 

old...well, you get the picture. (InterActive 
Publishing; 914-426-0400; CD for 
Windows/Mac, $59.96) -Fredric Paul 


1 


1 


WARNING: All jokes in this review taken 
from the program. 
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You won’t find 

♦ 




many 


We needed a gun to bring this treat home. 

Lethal Enforcers™ comes to Sega CD™ and 
Sega™ Genesis™ packed with a powerful surprise 
inside. The Chicago P.D. needs you to go up against a 
of terrorists like you’ve never seen. Every deadly move is 
digitized from actual human movement. It’s so lethal we 
needed to load your side iron, The Justifier™ into every 
package, for a total arcade experience unlike anything you’ve 
played at home before. 

Just like at the arcades, you’ve got to time your quick 
reload feature exactly right so you don’t run out of ammo. 
Upgrade your firepower along the way to magnum, 12-round 
assault rifle or grenade gun. Six levels, including target training, will put 
your skill to the test in the parts of the Windy City the tourists never see. 



a toy like this 
Cracker Jack box 



lookout for a bank job in 
progress, high speed chase, 
helicopter pursuit and volatile Heat of the 
Night Vision during a chemical plant sabotage. See 
and hear it all in intense digitized graphics, realistic 
settings and painful sound effects. But watch out for 
the innocent bystanders or you may lose more than your badge. 

For one or two top cops. 


KONAMI' 








Rating the 


T oday's encyclopedia salesman no 
longer knocks at your door hawking 
58-volume sets of boring books destined 
to sit on dusty shelves. 

Happily, the Information Age has trans¬ 
formed these old educational standbys into 
a new and different kind of educational 
experience. By putting their products on 
CD-ROM and adding multimedia enhance¬ 
ments, encyclopedia publishers such as 
Compton’s and Grolier’s as well as soft¬ 
ware giant Microsoft hope to attract the 
new generation of technophile students. 

Instead of merely reading a dry article 
about the civil rights movement, for exam¬ 
ple, today's kids can watch and listen to 
Martin Luther King, Jr. deliver his famous 
‘I have a dream” speech. They can also 
use hypertext links to check out the 
movement's central figures and explore 
related topics. That’s important, since 
even the most advanced products have 
added multimedia enhancements to only 
a tiny percentage of the thousands of arti¬ 
cles they contain. 

The three leading CD-ROM encyclope¬ 
dia publishers are racing to provide the 
most complete and timely information, the 
speediest technology, and the hottest 
multimedia bells and whistles. Grolier 
Publishing, which in 1986 became the 
first company to release a CD-ROM- 
based encyclopedia, has upgraded its 
multimedia experiences with The New 
Grolier Multimedia Encyclopedia 
release 6. Compton’s Interactive 
Encyclopedia from New Media contin¬ 
ues to focus on the visual experience. 
And Microsoft Encarta 1994 Edition 
Multimedia Encyclopedia has in¬ 
creased the speed when searching, so 
there's less waiting. 

■ CONTENT DRIVEN 

Of the three, The New Grolier Multimedia 


Encyclopedia 6.0 has the most in-depth 
content With more than 33,000 articles 
and 10 million words, it’s best suited for 
older students. The lengthy articles are 
chock-full of information, and authors' 
bylines give credibility to the information. 

But Grolier’s still has a way to go when 
it comes to multimedia When you call up 
a video or picture, the program dumps the 
window directly on top of the article. 
Sound clips lack visuals-when you hear a 
bullfrog croak, seeing even a still picture 
of it would create a superior experience. 



Call up a photograph, and Grolier's drops It 
on top of the article. 


Grolier's latest release adds three new 
features: Multimedia Maps, Narrated 
Animations, and the Knowledge Explorer 
Audio Visual Essay. The 15 animated 
Multimedia Maps chart important events 
..jib' history as a narrator explains the 
sequence of events. The disc also holds 
35 Narrated Animations that combine 
voice and pictures. The 13 Knowledge 
Explorer selections are divided into four 
categories: The Arts, Nature, Geography, 
and Science. These explorations contain 
audio and visual essays without text 

■ SHORT AND SWEET 

Compton's Interactive Encyclopedia is 
easy to navigate through, which makes it 



Grolier’s release 6 adds historical Multimedia 
Maps, which provide narrated explanations 

a great product for younger children. Like 
Grolier’s, Compton's boasts more than 
33,000 articles, but it contains ijnnillion 
fewer words. Compton's articles'qr^bhort- 
er and geared to younger readersjfeety- 
six sound dips accompany either photos 
or videos, but the total of just 50 minutes 
of sound pales in comparison to toe 3V 2 
to 8 hours available from the competitors. 
The World Atlas does contain 8OTmapF 
that let you zoom in and out for a whole- 
earth or a close-in city view. Tpfe World 
Atlas menu offers search features to find 
articles, pictures, and facts. 

Like the Grolier’s disc, Compton’s video 
clips are confined to a disappointingly tiny 
postage-stamp-size window (2 byl .5 inch- 
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some unrelated information as well. Vir¬ 
tual Workspace expaads the program's 
“desktop” beyond the limits of the screen 
to let you open multiple articles at the 
same time, Tou.move around the work¬ 
space with the help of a tracking grid. 

■ MULTIMEDIA MAVEN 

Microsoft's easy-to-U§6 Encarta Multimedia 
: Encyclopedia is fullfof great multimedia 
experiences. Thoqgh Encarta contains only 
* 26,000 arficlesph matches Compton's 
9 million woiffcount. More important, 
| Enearta'Jwell-designed interface gives it ; 
more of a “multimedia" feeling. When you 
bring up an article onscreen, the window 
containing the article also includes a 
gallery frame (for images and sound) and a 
category frame (which allows alphabetical 
browsing). The three elements nicely com¬ 
plement one another to speed research. 

Earlier releases of Encarta lacked 
video, but the 1994 edition includes 45 
video clips that run in quarter-screen 
dows. Encarta also has a large 
contains nearly 800 maps. You 
in to a particular location 



Compton’s 

Interactive 

Encyclopedia 


Age 8 to adult 

CD for Windows/Mac 

Text Content: Compton’s Encycloi 

Articles: 33,700 
Photos/illustrations: 7,000 


Microsoft Encarta 1994 
Edition Multimedia 
Encyclopedia 

800-426-9400 

$395 

CD for Windows/Mac 
Text Content: Funk & Wagnall’s New 
Encyclopedia (29 volumes), 1993 
Articles: 26,000 
Movies (video/animation): 106 
Photos/illustrations: 8,200 
Sound: 8 hours 
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► Kid / Corner 


A Trip to 


M ove over Mickey. Get outa the 
way, Tom. And you too, Jerry. 
Your days may not be numbered, but 
you're starting to show your age. 

The latest hot cartoon isn’t on TV, it’s 
on PC. Titled TuneLand, this mix of chil¬ 
dren’s songs, prime-time-style animation, 
and the squeaky voice of Howie Mandel- 
the standup Comic who made rubber 
gloves a fashion item-puts interactive 
cartoons on the map. Created by startup 
7th Level, TuneLand may not have 
enough ‘ed" to deserve the label edutain¬ 
ment, but it’s definitely one of the most 
entertaining kids’ titles that’s available 
on CD-ROM. 

Cartoon all the way, TuneLand's Lil' 


TuneLand uses the Living 
Books style of operation, 
where onscreen objects 
do something neat when 


Land's are much fun¬ 
nier, though, with frogs 
squeezing through 
drainpipes, turtles pop¬ 
ping out of eggs, and 
and lots of music. 
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id/ Corner 


Software 


Duckling story Is full of animations and 
lusical bits for ch 


older siblings. (Multicom | 
Publishing; 800-245- | 
4525; CD for Windows/ 1 
Mac, $59.95) 

-Carol Ellison 
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MIDWAY 


SEGA CD 


>4«lainn 








Gizmos & Gadgets 
And Thinkin’ Things 


shapes, sounds, ana colors. 

But this program is just plain 
fun, not to mention as addic¬ 
tive as Tetris. Forget the 4-to- 
8 age rating—^this one had a 9- 
year-old and two adults battling 
for control of the keyboard. 

Kids can gig¬ 
gle their way 
from the Fea¬ 
thered Friends 
Workshop—a Willy 
Wonka-style facto- * e * 
ry that stamps out 

ble from a selection of 
hats, shoes, body colors, 
and patterns-to the 
> one of Thinkin’ Fripple Shop, where they 
fill orders for cartoon 
characters. The two musical games for 
composer/musicians invite you to 
bang out tunes on chimes and per¬ 
cussion instruments by clicking on 
instruments on the screen. Or fashion 


For slightly older kids (7 to 12), the 
Learning Company’s Gizmos & Gadgets 
teaches concepts of physical science as it 
sets kids on a trek through the Shady Glen 
Technology Center. They must prove their 
scientific savvy to the Master of Mischief, 
Morly Maxwell; in the center’s automotive, 
aircraft and alternative enerav labs. 


he\»«“ s 


full of locked 
doors kids can open only by solv¬ 
ing scientific puzzles-arranging magnets in 
a shape or shooting a ball of a certain 
weight to a specific distance For help, kids 
read onscreen hints about the topic. As they 
proceed through the maze, kids find pieces 
of gadgets. After gathering what they need 
to assemble a vehicle, they build it and race 
against Morty. If they assembled the opth 
mum parts, they win. If not, they reenter the 
maze to find the parts needed to make their 
racers speedier, coping all the while with 
Maxwell’s Cyber Chimps, who are also 
scooping up the parts. 

The cartoon fun appeals to children's 
s of competition. But at the same 
time it lets kids work as a team and coach 
each other to solve the puzzles. (The 
Learning Company; 800-852-2255; DOS, 
$59.95) -Carol Ellison 
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INTUITIVE IT'S LI 

NOT HAVING DNE 


CYBERMAN 


MASTER 


nking about i 


Only CyberMan 




:t!y to youi 


The Senseware" Company 






As much excitement as you can 

get from a wall socket 

without that funny burning smell. 

Why just play games, when you can live them? Forget those digitized cartoons, 5ega TruVideo T “games use real video footage. Meaning the action in the 
games is real. 5o's the rush of adrenaline you get while playing them. These aren't video games as you understand them. They're more like Hollywood 
movies, only you control the plots. And they have CD quality sound effects and music tracks, adding to the realism. So, when someone screams, it sounds 




like you're in the room with them. Which, in a way, you are. What does all this TruVideo”stu 
It means you should yo try these yames. It means you may soon be weariny your hair differ¬ 
ently. It means these games are indeed the next level. It means 110 volts never felt so good. 

Circle 104 on Reader Service Card 


iff mean? It means your optic nerves are in for a workout. 

SEGA CD 














Tube Man 

Keith Ferrell 



Brought to You By... 


Have you noticed how many televi¬ 
sion commercials these days are using 
computerized interactivity as a meta¬ 
phor? Dropdown menus on your TV 
screen, off-camera hands guiding mice 
to point and click at features and 
benefits of everything from cars to soft 
drinks. Think of it as the Windows or 
Macintosh interface approach to get¬ 
ting a message across. 

These are not the sexiest or most elabo¬ 
rate of ads—indeed many of them are fairly 
simple local or co-op sppts—but they do 
make a point: A sufficient portion of the tele¬ 
vision audience is now relaxed enough with 
the idea of computers to make it a useful 
advertising shorthand. 

So, are these spots a subliminal softening 
of the audience in preparation for the arrival 
of truly interactive television advertising? No. 
The truth is that the advertising industry is 
still confused about the nature of interactive 
ads. They haven’t got a clue. But neither does 
anybody else, really, with the exception of a 
few consultants and visionaries. 

Still, interactive TV advertising is coming, 
and there are some questions to be asked 
before it arrives. First, and most important: 
What form will it take? 

Depends on the TV. For all the talk of 
software challenges, television—the living 
room screen—is not going to enter the age of 
interaction until the nature, capabilities, and 
limits of the set itself are defined. In other 
words, it’s the box, stupid. 

For example, does the TV have a printer? 

They can dispatch coupons immediately on 
demand. Does it have a keyboard of some 
sort, or will the interface be wholly push-but¬ 



ton? Those decisions will affect the types of 
response advertisers can seek. Is there some 
sort of storage device attached? There will 
need to be if advertisers want to send infor- 

Likewise, the very nature of a two-way 
interactive medium changes the rules for 
advertisers. With two-way communications, 
you get instant results. You know right away 
whether or not your message is getting 
through or being passed over. This raises 


Two: Will advertising 
agencies be rated 
on the quality 
of responses 


other end of the road who can respond to 
customer inquiries—what then? 

I think a whole new type of commercial is 
going to emerge. A portion of its root struc¬ 
ture will he in current infomercials, another 
substratum in online services. But even more 
will break new ground. The next five years 
should see the first of these experiments and 
test cases introduced. The five years after that 
will reveal exactly how much interactivity 
the public wants from its advertising. 

Scalability is the key. Not every interactive 
ad needs to be multileveled and personal. A 
menu of simple options may do just fine for 
tost messages. Value-added 
terns over and above the heart 
of the message may well be 
required as a prod to improve 
Other- 


involving data tra: 
tions in something like 
real time—calls for people 
at both ends of the process. 

You can only automate so 
much. Responses tailored for individuals call 
for more than just tele-operators taking 
orders. Agencies and clients are going to face 
hiring and training bills that have to be 
passed somewhere. Probably to you and me. 

And once we’re there—we’ve got the 
hardware, the software, the information 
thoroughfares necessary for fast two-way 
communication, even the personnel at the 


still there- 
advertising continues to attract 
of the most talented twenty-some- 

around computers, video games, and in intdli- 

show us, and reinvent their industry while 
they’re at it Keep watching ^ 

Keith Ferrell is the editor of Omni, editorial direc¬ 
tor of Compute, and science and technology editor 
of Penthouse, each of which covers the interactive 
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Game On 

Rusel DeMaria 


Go Play in the Highway 


here will you be in ten years? 
Odds are you'll be spending a lot of 
time in front of what you now think of 
as your television set By then, your TV 
(not your computer) will be your own 
personal on-ramp to the so-called 
information superhighway. 

At least that’s what the pundits say. If you 
listen to them, the information superhighway 
will be a pure step forward, a wholesome 
idea that’ll be good for everyone. But the 
motivation in building it is hardly pure. Even 
some of the architects admit the building of 
the info superhighway is all about fear and 
greed. Fear because all the cable and tele¬ 
phone companies are terrified the other side 
will get there first. Greed because there’s 
major money to be made. 

So what if the motivating force behind all 
this is on the smarmy side? If you’re a game 
player, the end will justify the means. The 
info superhighway stands to absolutely revo¬ 
lutionize the way we play games. 

So far, a lot of the hype harps on the idea 
of having 500 channels on your TV set. 
Sounds unpleasant, doesn’t it? I mean, sim¬ 
ply multiplying what we’ve got now by ten, 
or even a hundred, doesn’t offer much to 
look forward to. Imagine shows like “Things 
You Can Do with a Shoelace” or a whole 
channel devoted to Lyme Disease. 

But that’s not really what all this is about. 
First of all, the whole 500 channel thing is 
just an example of a simple idea run amok. 
There’s no fixed plan to provide exactly 500 
channels of anything. There’s just a technolo- 

many channels. 

Each channel won’t be a program-based 
service. What qualifies as a channel might 
simply be a chunk of bandwidth used to 
broadcast electronic information in a two- 
way link: no host, no logos, no theme songs, 



and none of the other trappings we associate 
with television. But it would still be a channel 
on the net; you just won’t always notice it. 

Without a doubt, games will be a key 
piece of the puzzle—in addition to home 
shopping, of course, and video on demand, 
which lets you rent movies without having to 
find a parking space at the local Blockbuster. 

The first example is the Sega Channel. 
After a three-month test with Time Warner 
and Tele-Comunications Inc. (TCI) in 12 
cities around the country, the Sega Channel 
should be available to most cable viewers this 
summer or fall. A subscription service like 
HBO or Showtime, the Sega Channel will let 
game players select from an ever-changing 
list of 50 Sega Genesis games, previews, and 
limited versions of titles under 
development. 

Players will 
download their 


sion as we know it, letting you play along 
with game shows, sporting events, and even 
sitcoms and dramas. 

The Interactive Network, already avail¬ 
able in Chicago and parts of California, pro¬ 
vides a hint of what’s coming. With special 
wireless control boxes linked to telephone 
lines for two-way communication, players 
compete by guessing what will happen next 
on game shows, football games, and stan¬ 
dard TV fare such as “Murder, She Wrote” 
and “LA Law.” A similar setup called Zing is 
also in the works. If these pioneer services 
prove profitable, look for new programming 
efforts aimed at interactive game playing. 

But no matter how things shake out, it’s 
clear that cable TV as 

doomed. Cable mogul 
Ted Turner has al¬ 
ready pronounced its 
post-mortem: “It’s 
been a great 20 
year ride,” he said 


to cost around $12 
a month, about the 
same as any other subscription service. 

But the Sega Channel will end up being 
just the Model T of games traffic on the info 
superhighway. The Benzes, Beamers, and 
’Vettes will be games that let hundreds, even 
thousands of players interact with each other 


s. These 


been written yet (an early ancestor might be 
something like Shadow of Yserbius on the 
ImagiNation Network), and they won’t be 
until a real interactive network gets built. Rusel DeMc 
In other cases, the info superhighway will 
combine mass interactive gaming with televi¬ 


be subsumed in 
larger industry that includes broadcast TV, 
games, movies, shopping, telephone links, and 
other information and entertainment services. 

John Malone, president and CEO of TCI, 
describes the convergence this way: “Now 
you tend to look at this as one big industry 
with various compartments and various posi¬ 
tions in the food chain.” And you can bet 
games will sit pretty high up on that food 
chain . . . just below the 24-hour muumuu 
shopping channel. ^ 


i 
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American M4 Shermans. Tigers of the Third 
Reich. These were the tanks that rocked 
Europe from D-Day to the fall of Berlin in 
World War II. The same armored juggernauts 
that you’ll command in the explosive new 
game Across the Rhine from MicroProse. 


Jump into history’s most famous tanks and 
experience the fierce combat and tough deci¬ 
sions that gripped World War II tank com¬ 
manders. Take command of U.S. or German 
forces. Control single tanks or entire Compa¬ 
nies. And blast your way through enemy units 
across the war-torn landscape of Europe. 

Across the Rhine from MicroProse. And you 
thought heavy metal started in the 70's. 





Party Girl 


Spring Fever 


^Spring has sprung all right, but you 
won’t catch me' shivering in the foggy 
San Francisco drizzle. In spring a party 
girl’s thoughts turn to sun, sand, and 
cigarette boats. And with most of the 
country still bundled into their wool 
coats and long underwear, what better 
time to hit the clear, warm waters 
around Key West? 

Fm not alone. Lots of exhausted multime¬ 
dia executives escape for the Keys just after 
the Winter Consumer Electronics Show in 

Las Vegas, so it’s an excellent opportunity to 
mix pleasure with business. I’ve scarfed up 

nighdy Sunset Festival down here. Call it the 
salt air, but give the average pinstripe a pair 
of baggies and a few rum runners, and he’ll 
happily spill his guts till dawn. 

First night out, I turned up some refugees 
from the 3DO Company, but they weren’t 
much fun. Not only were they burnt to a 
crisp (hey boys, can you spell SPF?), but all 
they could do was whine about how bad a 
rap top boy Trip Hawkins is getting on his 
whizzy little box. Of course, everyone from 
Wall Street to CNN to the business rags has 
been bashing Panasonic’s 3DO Multiplayer 
these days. But for the life of them, these sun¬ 
burned buddies couldn’t figure out why. 

Duh. Obviously, the problem is disap¬ 
pointment, but it’s nothing that a bunch of 
hot new tides can’t cure. No wonder 3DO is 
frantically trying to work out exclusive deals 
with record producers and movie studios to 
do 3DO versions of their most popular 
works. But with Paramount already work¬ 
ing with Philips, and Columbia Pictures 
already in bed with corporate parent Sony, 
looks like poor 3DO is just going to have to 
share the wealth. 


And speaking of wealth, there were some 
seriously rich dudes aboard the deep sea 
fisher I chartered the next morning. These 
were venture capitalists in the business of 
funding digital signal processing (DSP) 
companies, and they had good reason to cel¬ 
ebrate. Now that Media Vision has teamed 
up with chipmaker Analog Devices to put a 
DSP on its sound card, all the other competi¬ 
tors in the market (Creative Labs and 
Advanced Gravis, included) are lining up, 
too. DSP stocks are about to skyrocket. 

Even for consumers without bucks invest¬ 
ed in silicon, this is great news. With DSP 
chips, sound-card makers can make boards 
that issue clearer, clean 
and possibly perform 
other functions, 

full-motion video. 

Look for a range of 

ix sound and 



and maybe even 
upgrade of the Win 
Sound System from 
Microsoft and Compaq. 

Hopefully, Microsoft and 
others will get smart and start 
shipping cheap MPEG boards, 
similar to Sigma Designs’ 

ReelMagic board. In fact, I’m going to 
scream if I have to watch one more video 

you’ve ever seen the MPEG version of 
Return to Zork or Compton’s Multimedia 
Encyclopedia, you know the difference full¬ 
screen, 30-frames-per-second video can 
make. Only problem is, few software makers 
want to make the investment into a market 
where precious few people actually own 
MPEG circuitry. 

On the plane back to California, I learned 


of a cool new plan that just might get us the 
serious video we crave. Seems that a bunch 
of card makers are planning to actually 
finance MPEG versions of popular titles, 
then bundle them in with their products. 
Instant market means instant shelf space, and 
will have 
advantage of an 

P With my faith in full-motion video 
restored, I decided to stop off in Tinseltown. 
There I found those wacky cowboys from 
Origin trying to cast roles in Wing 
Commander III, which is due out by year’s 
end. Apparendy, Origin is build¬ 
ing tons of video footage into 
the upgrade, and it’s looking 
' to fill 

it. It’s too soon to tell who 
they’ll tap, but if anyone’s 
listening, my vote goes to 
Robert De Niro. 

My vote also goes to 
fast CD-ROM drives. 
Back home in Silicon 
Valley, I learned that 


ble-speed CD-ROM 
drives faster than 
they got rid of 
John Sculley. A newer, 
cheaper PowerCD could be 
about to send all those double-speed drives 
on permanent vacation. 

Hey, it doesn’t sound too bad. Everybody 
needs a vacation now and again. A little sun, 
a little fun, and a lot of raw material. Makes 
me wish I could spend the year down in 
south Florida, maybe running a dive boat or 
teaching scuba lessons. Then again, what 
would you do without me skulking around 
the multimedia entertainment industry, dig¬ 
ging up the hottest tips at the most exclusive 
industry parties? And Fll be there. Look for 
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YOU’RE IN L.A. 

SHE’S IN CINCINNATI. 

AND WITHIN THE 
FIRST HOUR OF MEETING HER, 
SHE’S STRAFED YOU, 
YOU’VE SPLATTERED HER, SHE’S 
SMEARED YOU WITH BOOGERS 
AND YOU’VE KISSED HER 
PASSIONATELY 

IT’S THE STARTOFA 
BEAUTIFUL RELATIONSHIP 


Believe it or not, the above scenario is now a reality with ImagiNation— 
the world’s first on-line multi-player games network. 'With your PC and modem, you can 
engage people in classic board and card games, an arcade-style action park (including the 
new INN 3-D Golf"), fantasy role-playing games, NTN Trivia, or an adults-only casino. Join now 
and we’ll give you a membership kit and five hours absolutely free (just pay $5.95 for shipping). 
After all, you haven’t made a true friend until you’ve shot them first. 

IMAGINATION! 

Call 1-800-625-5353, ext. 532 now and receive your first five hours free. 
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Take Control of 


Interactive technology puts you in charge 
of the music you love 


V?r SitlCl Chuck Berry, Fats Domino, and Elvis 
Presley burst on the scene some 40 years ago, rock ’n’ 
^ roll has been changing the world. Now, thanks to 
interactive CD technology and a growing coterie of 
technologically savvy artists, the world is finally getting a 
chance to change rock ’n’ roll. 

Coming from big-name artists such as Peter Gabriel, Todd 
Rundgren, David Bowie, and Thomas Dolby, interactive 
music CDs drum up your involvment way beyond just crank¬ 
ing up the volume or skipping to the next song. They actually 
let you mold and shape the music and the images that accom¬ 
pany it. The medium is still in its infancy, but it already offers 
ordinary rock fans their best chance ever to jam with the stars. 

As Gabriel is quick to point out, interactive rock ’n’ roll is 
changing the relationship between the artist and the audience. 
“It’s the first real opportunity I’ve had to allow people to get 
inside the music and start playing around with it,” he says. 

“Without years of boring piano lessons,” adds Dolby, 
“most people were resigned to being listeners for the rest of 
their lives. Now, they can create their own music.” 

If you are, or ever wanted to be, a rocket; you won’t want 
to miss this wild ne 


ets, and sampling, rock ’n’ roll has always been on the forefront 


By Charles Btrmtnl 



t ms zc yem totUy, $$t. Pepper ta$kt tk* Und 
to pl*y — The Beatles 


Unfortunately, th 


The safe thing to do is to wait until the standards, but there 


ve technology need- market shakes out, and no doubt m 

ed to take control of 
your music comes in a 

confusing variety of platforms least partly because so few people ar 
and formats, including DOS, Windows, tening, the first artists getting involved in 


“It’s like the birth of cinema or 




ve rock ’n’ roll are free to challenge for such intense experimentation may disap- 


:e. With little to lose, they ca 


&s formats and technologies solidify, sc 


to hear will play on the hardware you push the limits without feeling the pressure will limits on style and co; 


lit after hit. There ar 


dominant platform emerges, large-scale eo 




OCR v fOLL has always been 
it music. Besides thrilling 


rock fans love to pore over album cov¬ 
ers and gape at videos. Now, multimedia rock ’n’ 
roll brings CD-ROM-style interactivity to rock’s 
supporting visuals and other background 



MfJrFmecfr* 


not exactly clear what you gain by seeini 
video of the car Joe Popstar was driving in 19 

Ideally, multimedia rock ’n’ roll titles offer 
easy introduction to interactivity. Ebook's sei 
of retrospective titles, for example, will play in 
standard audio CD players and reveal their 
interactive elements when you pop them into 
your CD-ROM drive 

But no matter where it plays, it’s important posters and schedules, backstage passes, and 
to tailor the multimedia experience to the every one of the band’s videos in both their MTV 


pie up with the right band,” Byars says. “I could 
do a great job on discs for Danzig or Metallica. 
But I couldn't do anything for Janis Ian.” 

Developed in HyperCard, Digital Decadence 
a Motley melange of memorabil- 
includes a complete discography, tour 


and “toples; 

“everyone likes at least one Motley Criie song,” 
Digital Decadence may be the only investment 


to the music. They can be expanded 
versions of individual albums or-more com- 
monly-souped-up greatest hits collections. In a 
sense, multimedia rock ’n’ roll provides a new 
version of the now-obsolete album cover. CD- 
ROM offers a new platform for lyrics, liner notes, 
pictures, video, and other information that used 
to go on 12-inch record covers but can’t find a 
home on 5-inch CD jewel boxes. 

Multimedia rock ’n’ roll retrospectives offer 
an unparalleled opportunity for audiences to 
wallow in a sea of detail about their favorite 
artists. For musicians, though, they can easily 

interactive Sgt Pepper might have its moments, 
access rehearsal tapes or songs in progress, or 


dally when the disc 
doesn’t distinguish the 
subtleties. You get a 
generic “uh" whether 

grunting a sensual 


released a CD-I video-compression cartridge, 
maybe we can look forward to a more impres¬ 
sive title equipped with full-screen, full-motion 
video. (Philips Interactive Entertainment; 800- 
824-2567; CD-I, $19.98) 

Motley Crucifixion 

Tim Byars, who developed a project called 
Digital Decadence for heavy-metal bad boys 


V 

'•l i, ' 




• ELECTRONIC ENTERTRINMENT 


4" ' ' 

'®t . i i i. 


1 


k mw, it's only mV V roll, fat I like it. 

— The Rolling Stones 


nomics will once again determine what gets 
released, and the more quirky, experimental 
options may find it hard to get heard. We 
may have higher standards of quality, but 
there’ll be a lot less variety and innovation. 
You’ll simply download the new Madonna 
Jr. program, pop it into your home virtual- 
reality machine, and that will be that. 

In the meantime, modern technology is 
reinventing interactivity in a variety of ways. 


Some interactive rock discs are designed to be 
altered and changed by the listener. Others 
deliver tools intended to let listeners create 
their own music. Whatever the approach, the 
key is to create products that deliver a satisfy¬ 
ing musical experience no matter how tone- 

Bringing interactivity to existing music can 
be difficult, though, since most musical pieces 
were never intended to be ripped apart and 


put back together in a 
variety of ways. “It’s 
much harder to 

work,” explains Ty 
Roberts, who helped to develop an interac¬ 
tive video disc for David Bowie. “You can’t 
create new information. It’s still the same 
thing. But a computer can provide new 
combinations.” 



Keck V Kell 
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are really opening up in a very exciting way,” 
Gabriel says. “From now on I’ll think of the 
possibilities of multimedia on everything I 
do.” Gabriel’s company hopes to release 
three more multimedia titles in the next year, 
and he is already working with pro¬ 
ducer/musician Brian Eno and performance 
artist Laurie Anderson to create an 

Barcelona, Spain. 

Xplora 1 is available now for the 
Mac, and a PC version is due out 
later this year. Look for it in record 
stores as well as at software retail¬ 
ers. (Interplay Productions; 800- 
428-8200, CD for Mac, $59.95) 


You can play with No World Order for 
hours, experimenting with new combinations 
of sounds and musical textures, and 
Rundgren promises to regularly add new ele¬ 
ments—sort of like a software upgrade. (For 
more on No World Order, see “The First E2 
Editors’ Choice Awards,” on page 61.) 

Rundgren, who 

known as TR-I, has 
been at the cutting 
edge of rock tech¬ 
nology for years. 
One of the first to 

without making it 


Todd’s New Order 

Unlike other interactive rock discs, 
the music in Todd Rundgren’s TR-I: 

No World Order was written expressly to 
play under listener control. 

Played straight, No World Order is a typi¬ 
cal Rundgren album, densely melodic and 
musically adventurous. But the disc also lets 
listeners manipulate sequence, mood, and 
tempo by stitching together its 933 indepen¬ 
dent 4- and 8-second musical segments. You 
can’t change the actual content of the more 
than two hours of music on the disc, but the 
final sound clearly reflects your choices. To 
show you the possibilities, the disc includes 
versions programmed by famous producers 
such as Jerry Harrison and Don Was. 


Hfor/tf Order, 


No IVo 

sound mechanical, he 
was producing left-field videos well before 
MTV even existed. Five years ago, he 
designed his own object-oriented operating 
system for the Mac and released one of the 
first totally digital pop recordings. 

But No World Order still represents a new 



Ptsv’t 9kfy 
Mdmilew—Y*t 


"V Steven Rappaport, presi¬ 
dent of San Francisco’s Inter¬ 
active Records, with a radical 
idea: producing an interactive 
title for music industry whipping 
boy Barry Manilow. “It would be 
fairly easy,” said Rappaport. 
“You could drop out the vocals, 
bring in an online piano teacher, 
include some interactive sheet 
c, and teach music theory. And 


attracted by the disc’s minimal graphics and 
nonlinear approach. And the disc runs only 
on Philips’ relatively rare CD-I platform. 

It’s also a risk for Rundgren. Accustomed to 
controlling every aspect of his performances, he 
now relinquishes final control to his audience, 
counting on their taste and talent as well as his 
own. In many cases, he will never know exact¬ 
ly what they hear. (Philips Interactive Media; 
800-845-7301; CD-I, $24.98) 

Dolby Behind the Scenes 

Thomas Dolby is taking a different path. 
Instead of working on a CD-ROM release of 
his own, he has been writing soundtracks for 
computer games. And last fall he linked 
music to virtual reality in an art exhibit at 
New York’s Guggenheim Museum SoHo. 


Interactive History 

I’s not usually a good idea to force interne- 
I tivity on existing songs. But some material 
seems to cry out for a new approach: 

1. Louie, Louie-The Kingsmen. Endless 
variety on a three-chord theme. Dub in differ¬ 
ent versions. Find out what the lyrics really 
say. Make up your own. 

2. Frankenstein-The Edgar Winter 
Group. Mix your own collection of themes 
and sound effects. 

3. Give Peace a Chance-The Plastic Ono 
Band. Add new voices to a suitable world¬ 
wide anthem. 

4. Wipe Out-The Surfaris. Wreak havoc on 
the famous drum solo. 

5. In-A-Gadda-Da-Vida-Iron Butterfly. 

Ditto. 


Funded by Intel and possibly slated for a 
tour of museums around the country, 
Dolby’s Virtual String Quartet lets muse- 
umgoers in VR headsets move through a 
virtual rehearsal space where animated rep¬ 
resentations of the Turtle Island String 
Quartet play Mozart’s Quartet no. 21 in D 
Major. They can cozy up to the virtual 
musicians and even tickle them into adding 



Thomas Dolby combines music with virtual real¬ 
ity in his Virtual String Quartet art installation. 


jazz or bluegrass improvisations. Dolby’s 
installation won’t show up in your living 
room, but it foreshadows the character of 

Interestingly, one of Dolby’s goals in cre¬ 
ating his interactive work was to “remove 
the star element.” With desktop rock, 
Dolby says, “someone who’s a typist and 


ELECTRONIC ENTERTRINMENT • March I 


51 







Kiss Conventional 
Logic Goodbye 






Now 


and all the evidence points ■ 
elusion: a curse. Thus Hj 

second in the Fables & Fiends™ fl 
the offbeat, young mystic who n 
the spell. Out of sync and out o 


the twisted edge o 


The land of Kyrandia is disappearing piece by piece 
■PT"” 'v’/flHB 1 toward one perilous con- 
begins The Hand of Fate 

IHUHHIHHHHI where 

ist voyage to the center of the world to break wj& 
i foot, your aberrant journey reveals nothing M' 
mm seems. Everything is what it 


f 



you can count your friends o 
EH Literally. Conspiring to push 
raphic entertainment, Westwood Studios has 
gameplay in the first few chapters of 
than in all of 


designed more puzzles 
The Hand of Fate 
The Legend of Kyrandia 
advanced graphics 

market are first pencil tested, then painted 
:n to surrealistic perfection. Breakthrough 


Trulight technology 
ically for a fuller, fourth 
State of Mind System , along 



illuminates each s( 
dimensional picture. The new 

superior intuitive interfacing, enables you and 

mayhem based on preceding events. Don’t just 

play with your mind. Change the way your mind plays. 


Westwood 











cM fall Asleep At w'$kt as a mV aU roll s\at. 

—PavipPowie 


Ty Roberts, who codeveloped Jump: The 
David Bowie Interactive CD-ROM, says 
interactivity is the key: “We’re not going to 
succeed in this business if we don’t provide 
anything beyond what you can do with 

The Mac-based Jump disc goes beyond 
the MTV experience by letting you cut 
your own video for Bowie’s “Jump They 
Say” song from his new Black Tie White 
Noise album. Instead of watching what the 
director picks, you choose images from five 
sources (vocal, 
performance, 

graphics, and 
symbols) that 
play in parallel 
with the song. 

Select Record, 


then 


the perfect accompaniment to the music. 
When you’ve created the ideal video, you can 
save the results on floppies. 

In addition to letting you direct your own 
video. Jump lets you wander through a 
number of rooms in a virtual hotel, clicking 


Star Quality 

Several programs are already exploring 
the concept of making you the 
star. Rock, Rap ’N Roll is perhaps 
the most fun. This animated sam¬ 
pling machine lets you make music in 

together prerecorded rhythms, riffs, 
licks, and vocal bits. You can also play 
along in real time. Rock, Rap ’N Roll may 
not turn you into a great composer, but it’s 
a blast. You can make delightful noise for 
hours. (Paramount Interactive; 800-821- 
1177; CD for Windows/Mac, $79.95; 
Windows/Mac, $59.95) 

In a similar vein, So You Want to Be a 
Rock ’n Roll Star lets you deconstruct six clas¬ 
sic pop tunes—“Twist and Shout,” “Stand By 
Me,” “(Sittin’ On) The Dock of the Bay,” 
“Runaway,” “In The Midnight Hour,” and 
“Crazy”—dropping components in and out. 

play the lyrics, and enjoy animated karaoke 
without the loud drunks and the smell of 
spilled beer. You can also pick up background 
info and answer trivia questions. 

While it’s great fun to play around with 
these standards, dissecting them also provides 
a new understanding of how this kind of 


Ten H*tft s tk*t M#*n 
Yo* Ntttl mtertetfv* 
Reck V Roll 

1. Skipping to the song you like. 

2. Listening to one verse over and over. 

3. Singing along with records. 

4. Singing along at concerts when you're 
supposed to (and when you aren't). 

5a Up synching and playing air guitar. 

6. Stringing different musical passages 
together to make dance tapes. 

7. Using records and turntables as an instru¬ 
ment (scratch mix). 

8. Reading The Lives of John Lennon at a 
Paul McCartney conceit 

9. Yelling out for “Whipping Post” at an 
Allman Brothers concert 

10. Yelling out for “Whipping Posf at a Paul 
Simon concert 



on various items to 
call up other Bowie 
videos, behind-the- 
scenes photos, and 

The Mac P CD- 
ROM may come 
in both single- 
and double¬ 
speed versions, 
i uideo A Windows 
ou ,scW«!° uC “' a version is due 

, rock n' roll is vW gowto’ 5 J ° mP later this year. (ION, 

more than music—it’s , ea \ time- 310-312-8060; CD for Mac/Windows) 

also video images, ani- Pop Rocket’s Total Distortion, on the 

mation, and eye-popping visual effects. Not other hand, turns video production into a 
surprisingly, many new interactive rock ’n’ game. In this futuristic scenario, players begin 
roll titles concentrate on the video portion by directing their own videos, but the real 
of the equation, letting you create your own challenge is to negotiate your way through a 
videos to go with your favorite tunes. While maze of music-business impresarios to sell it. 
the song remains the same, the goal is still The game includes 50 pieces of original 
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There's more to games than a mouth that sort 
of moves or tinny sound. Now there's a new way to 
play PC games that's just like sitting in a theater 
controlling the action with your joystick. 

It's ReelMagicJ the new MPEG playback adapter. 
Available only from Sigma Designs. This incredible 
add-in board brings the next generation of CD-ROM 
games to your PC 


GRUNTS VS. CD-QUAUTY AUDIO Getl&bit 
sound that plays Sound Blaster™ 

.. jws" compatible software. Tbe 8-bit 

audio you're used to just doesn't compare. 

5FPSVS.30FPS ReelMagic-compatible 
games run at 30 frames-per-second, 
TRUE full-motion, so you avoid jerky, 
blocky images. 


1/4 VS. FULLSCREEN Now you 
can get theater-quality video in a 
full-screen image for a realistic, 


bigger than life. 

Say adios to wimpy 
graphics. Herky-jerky 
movement. Bogus sound. 

And phony scenarios. ReelMagic pumps up the reality meter so you 
can crank up the fantasy. 

We've also included Activision's Heturn to Zork so you can 
experience the excitement of full motion video now. 

It's not real unless it's ReelMagic. Call 1 -800-845-8086 ext. 326 for a 
dealer demo near you. Or you can stick with real ordinary. Oh joy! 



Only ReelMagic Makes It Real? ► J fnromic 
















Join your kids on 
n adventure they’ll 
L pver forget! 


' Take them to Tuneland, a magical 
place of fun, music and laughter! 


rs Howie Mandel as Lil’ Howie, a loveable, 

;d playmate, in the first fully-animated interac¬ 
re cartoon. Join your child and Ul’ Howie for hour after hour of 
playing, singing and learning that computers can be fun. Oh! By the way, Mom and Dad, 
when you play with Tuneland by yourself, Lil’ Howie promises not to tell! 

See your nearest software dealer today! 


7th LEVEL 










REV 



LU 

TION 


Electronic 

Entertainment 


ISSUES 

ONLY 

$ 19.95 


ELECTRONIC 



INTERACTIVE 


YES! Please enter my one-year subscription to Electronic Entertainment 
(12 cutting-edge issues) for the incredibly low introductory price of just 
$19.95— a 58% savings off the annual newsstand rate. 



o Payment Enclosed 









NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 

UNITED STATES 


BUSINESS REPLY MAIL 

FIRST CLASS MAIL PERMIT NO. 1225 BOULDER,CO 


Elecrranfc 

Enrerrainmenr 

P.O. Box 59710 
Boulder, CO 80323-9710 


II..1.11.IL,I,LIU,LI,,,I,,,NIL,l,,,ll 



BUSINESS REPLY MAIL 

FIRST CUSS MAIL PERMIT NO. 1225 BOULDER,CO 


Elecrranfc 

Enrerrainmenr 


P.O. Box 59710 
Boulder, CO 80323-9710 



II..I.II.....II...I.I..II.I.I..I...I...IIII...I...II 



BUSINESS REPLY MAIL 

FIRST CUSS MAIL PERMIT NO. 1225 BOULDER,CO 


Electronfc 

Enrerrainmenr 


P.O. Box 59710 
Boulder, CO 80323-9710 


NO POSTAGE 
NECESSARY 
IF MAILED 
IN THE 

UNITED STATES 



ii.. 1.11 .ii,..i,lull.i.i. .I...I...mi... i.uii 






















ey, key, my my, Rod* <wtl roll mill me? tlie. 

— Neil Young 


music, and you can save your videos to flop¬ 
pies for posterity. (Electronic Arts, 800-245- 
4525; CD for Mac, $99) 

Finally, just to prove that interactive rock 
videos can be mass-market items, child 
prodigy Marky Mark and rapper Kris Kross 
last year unleashed titles in the series Make 
My Video. This year, rockers 1NXS have a 
similar title on the shelves, called Make Your 
Own Music Video. (Sega of America; 800- 
872-7342; Sega CD, $59.99 each) 

Creative Kids 

Interactive music software may hold the 
greatest appeal for children. Boom Box from 
Dr. T’s Music Software and Superjam! from 
Blue Ribbon SoundWorks are leading this 
growing market. 

Boom Box lets kids—or adults—mix and 


record drum, bass, and 
synthesizer patterns along 
with solo sequences and a 
variety of sound effects. 

It lacks the variety of gen¬ 
res and professional sound 
of Rock, Rap ’N Roll, but 
it’s easy, fun, and lets kids 
get started with making 
music. (Dr. T’s Music 
Software; 800-989-6434; 

DOS, $29.95) 

Superjam! lets anyone write their own 
songs using presupplied melodies and chord 
progressions and play them with sampled 
sounds in more than 20 styles from classical 
to cutting edge. You can also create your 
own chords and styles to truly personalize 
your compositions. (Blue Ribbon Sound- 


Cf*ssie*l, J***, mtl Otk#r NFek* Markets 

O f course, rock ’ri roll isn't the only musical genre amenable to interactivity. Back in the 
18th century, Wolfgang Amadeus Mozart invented the Dice Game. Players throw dice 
to determine which of 11 musical phrases will occupy each of a minuefs 32 bars. Each ran¬ 
dom sequence creates a new composition. The possibilities are almost endless, with 1,116 



DOS, $24.95). 


Other Ebook titles cover Louis Armstrong, Count Basie, and Billie Holiday (Compton’s 
NewMedia; 800-862-2206; CD for Windows, $29.95 each) as well as Duke Ellington (Time 
Warner Interactive Group; 800-482-3766; CD for Windows, $39.99). 

One reason for the emphasis on long-deceased classical and jazz musicians is the free¬ 
dom from hassles over rights issues. After all, dead men don't file lawsuits. 


Works; 800-226-0212; Windows, $129) 

Video Jam from EA'Kids lets kids 
direct their own animated videos, assem¬ 
bling bits of prepackaged music, back¬ 
grounds, props, talent, dance moves, and 
special effects into a finished video. Kids 
can save the videos and share them with 
friends, even on computers that aren’t 
equipped with the program. (EA’Kids; 
800-245-4525; DOS, $49.95) 

Rock and Bach Studio is another prod¬ 
uct geared to kids raised on MTV. It lets 
youngsters compose songs, assemble virtu¬ 
al bands, and produce videos in a variety 
of styles. (Binary Zoo; 800-521-6263; 
DOS, $34.95) 

In the long run, interactive music soft¬ 
ware for kids will deliver more than just 
momentary amusement. “If I was a 15- 
year-old kid in high school today,” Dolby 
says, “I don’t think I’d buy an electric gui- 
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— The Poors 


imput- the intellect. We can also expect to see 

real garbage, where interactivity is grafted Todd Rundgren 
on like a third leg. Developer Ken Rose, who 
hears daily rumors about new interactive 
titles, says “a lot of people are putting out 
w CD-ROMs just because they can—not 
barely hint at what is possible. As because they have anything to say.” 
the tools improve and skill levels grow, we That’s one reason interactivity will remain 
can expect to see plenty of compelling releas- an option for the album of the future, not a 
es that excite the imagination and challenge replacement. Many artists will want to leave 


these early attempts 


That’s okay. Rock ’n’ roll ought to have 
room for everyone. After all, even listeners 
who are enthusiastic about taking part in 

Sometimes, you just want to put down the 
mouse and dance. ^ 



ComFw$ Set*, to * Prtv# Near V tk 


t veryOM is tslkihj about interactive rock ’n’ roll, but real com¬ 
mitments are harder to come by. Says developer Ken Rose, 
“every day I hear about something new, an interactive product 
from some big star. Most of them don’t even get out of the demo stage, 
if they get that far.” The Bowie, Rundgren, and Gabriel projects, for 
example, were publicly discussed for a year prior to their release, and 
most people in “the business” will wait and see how these initial efforts 
are received before investing time and money. 

Nevertheless, the second wave of interac¬ 
tive titles may contain some of the following: 
DEVO: The Complete Truth About De-evolu¬ 
tion, a revisionist history of the band including 
music, video, and interviews (Voyager; 800- 
446-2001; LaserDisc, $49.95); Surf City, an 
interactive trip to the beach from Sidewalk 
exaiw- - Studios (for CD-I), including original surf- 

* SU C S wot0 ' Nn era ’ era tunes licensed from Records ; 

marV A History of Motown, fror 

will allow you to dick on a particular year and call up the events and hits 
that made it memorable; and a Bob Marley CD-I title from Philips that’s 
billed as the “ultimate interactive documentary.” 

Ebook’s interactive music CD series, which plays on both audio CD 
and CD-ROM drives, will add a new disc by Run C&W, tentatively titled 
Row vs. Wade. It will include bluegrass covers of soul, R&B, and Motown 
hits put together by the Eagles’ Bemie Leadon. Due out soon, the disc will 
be sold through traditional record stores for about the price of a standard 


V 


back at San Frantisco Rock in the sixties hosted by 
Jefferson Airplane vocalist Marty Balin (Ti 

Windows). Compton’s, meanwhile, is still negoti¬ 
ating to create a Beatles retrospective and wil 
distribute a RoundBook Publishing title based Bob m 
on the 25-year history of the Who’s Tommy. d 0ci/m ^ /ey ,lv es 0n 

And younger bands are finally getting into ary f orm, 

the act According to one source, the hottest property is Depeche 
Mode, with dozens of developers pitching demos to the band. Closer to 
commitment are Irish rockers the Cranberries, who are working with 
Island records to put out a CD-I disc in early 1994. Rhythm King Records 
will produce an interactive sampler of its alternative groups, including the 
Sultans of Ping, Ugly, and-CNN. Rhythm King’s disc will play in a standard 
CD, reveal multimedia aspects in a standard CD-I, and deliver full-motion 
video in CD-I players equipped with video-compression cards. 

This multiformat approach, where different hardware supports vary- 
Jegrees of interactivity, provides an easy transition into multimedia 
rock. Interactive Records’ SuperCDs, for example, will contain four to six 
songs that you can listen to in a standard CD player or CD-ROM drive. 
No titles have yet been announced, but look for the first releases later 
this year (Interactive Records; 415-285-8650; Windows/Mac). 

As the medium begins to establish itself, we should see a wider vari¬ 
ety of talent and titles by the end of 1994. Composer Thomas Dolby pre¬ 
dicts that many record companies will look to multimedia rock ’n’ roll as a 
way to market their material. “It’s a new canvas,” says Los Angeles-based 
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WHICH MULTIMEDIA 
titles, games, and 
hardware really push 
the envelope? Which products lead 
the pack in technology, performance, 
and just plain entertainment value? 

After looking at literally hun¬ 
dreds of products, we found the 
answers. We selected winners in 
seven highly competitive categories: 

Best Game, Best Multimedia Title, Best Edutainment 
Title, Best Platform, Best Peripheral, Best Design, and Best 
Virtual-Reality Experience. To qualify as proven entries, 
the products had to be on the market by the end of 1993. 

And recognizing the speed of technological change, we 


The world of interactive 
electronic entertainment is 
changing so fast that today’s 
top dog can quickly become 
tomorrow’s has-been. 
That makes it risky to pick 
the year’s best products. 

We don’t care. 

We’re doing it anyway, 


also selected 1993’s Breakthrough 
Game, Breakthrough Multimedia 
Title, and Breakthrough Hardware. 
Superstar or shooting star, these 
three products offer features, func¬ 
tions, or concepts that significantly 
advance the state of the art. 

Finally, our Most Promising 
award commends a technological 
development that, while not embod¬ 
ied in specific hardware or software, will have a major 
impact on new multimedia entertainment products. 

All our winners—from Bests to Breakthroughs—set 
new standards in electronic entertainment. So E2 is 
proud to give them the glory they so richly deserve. 


Edited by Fredric Paul 
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Best Platform: 

Dell Dimension XPS 
466V Multimedia PC 



market these days, choosing the top enter¬ 
tainment platform was incredibly tough. 

Does technology make best platform? 
Titles? Market share? We considered 
all three and settled on Dell’s Dimension 
XPS466V. 

Unlike a lot of PCs, this package looks 
and feels engineered from the ground up, 
not patched together with whatever compo¬ 
nent was cheapest that week. With 8MB of 
RAM, 128K cache, double-speed CD-ROM 
drive, Sound Blaster 16 sound card, #9GXE 
local-bus graphics accelerator card, and 
15-inch monitor, it combines fast perfor¬ 
mance, hot graphics, good sound, and 
great reliability—all for less than $3,000. 

The Dimension’s only failing is its 
tinny Labtec speakers. The substandard 
speakers didn’t cost Dell many points, 
though, since almost everyone is using 
the low-cost Labtecs these days. That’s 
something that has to change: Sound is 
too important to be left to amateurs. 

(Dell Computer; 800-289-3355; $2,925) 
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Best 

Multimedia Title: 

A Visual Investigation 



M ore than 30 years after the 
fact, thousands of movies, 
books, and magazine articles 
still haven’t been able to decipher the myth 
and mystery of the assassination of John 
Fitzgerald Kennedy. Medio’s J.F.K. 
Assassmanon: A Visual Invesugauon 
brilliandy employs multimedia technology 

of the tangled web of fact, fiction, and 
conspiracy theory surrounding this feteful 
incident in American history. 

J.F.K. Assassination begins by re-enacting 
the killing with original radio announce¬ 
ments, the Zapruder film, and still photo¬ 
graphs. You can check out supplemental 
information in a variety of ways: Scan 35 
minutes of video, peruse the complete 
Warren Commission report, or flip through 
a library of background facts concerning 
hundreds of figures linked to the event, from 
Fidel Castro to J. Edgar Hoover. The hyper¬ 
text and graphical links create the perfect 
structure to explore the interwoven details. 

Pulling it all together are a series of 
analytical animations simulating various 
theories and scenarios. The product, devel¬ 
oped by Wilbur Films Multimedia, presents 
its own analysis, but the multimedia tools 
make it possible to draw your own conclu¬ 
sions. (Medio Multimedia; 800-788-3866; 
CD for Windows, $59.95) 


Best Game: 

X-Wing 



T he movie magic of Star Wars 

and the flight-simulator expertise 
of veteran game designer Larry 
Holland combined to make X-Wing 1993’s 
best game—by a long shot This Star Wars 
simulator gives an entire generation exactly 
what it’s been waiting for: a chance to play 
in the starfields of the Force and the vast 
galaxy of Luke Skywalker, Princess Leia, 
and the sinister Darth Vader. 

Set in a time just before the original 
movie’s setting, X-Wing can turn anyone 
into a heroic Rebel Alliance pilot, flying 
and fighting in more than 50 death-defying 
missions. The culmination of the game? 

The historic Death Star Trench Run and its 
one-in-a-million shot into the exhaust port— 
the Death Star’s only weak point. 

In addition to a wonderful theme and 
timeless plot, X-Wing is also a remarkably 
well executed game. It runs on almost any 
PC. And on action-packed missions ranging 
from easy to diabolically difficult, it’s so 
much fun to master the controls of the 
various fighters that you forget you’re not 
actually hanging on the tail of an Imperial 
assault gunboat i making a solo attack run 
on a massive Star Destroyer. 

Among the many great games released 
this year, X-Wing stands out due to its com¬ 
pelling experience and its universal appeal. 
(LucasArts Entertainment; 800-782-7927; 
DOS, $69.95) 









Best 

Edutainment Title: 


Best Peripheral: 

NEC MultiSpin 3Xp 
CD-ROM Reader 



veryone agrees that the portable 
triple-speed 3Xp is as cool as 
CD-ROM drives come. 

Once it gets up to speed, the 3Xp reads 
data with a throughput of some 450K per 
second—50 percent faster than typical 
double-spin drives. That makes a huge 
difference in animation and video: Images 
appear noticeably less jumpy and jerky. 

The 3Xp’s physical design also makes it 
a winner. Playing audio CDs is a breeze with 
the front-mounted controls, and an LCD 
panel delivers helpful info such as track 
number and disc diagnostics. Top-loaded 
like a portable audio CD player, the 3Xp 
doesn’t require an annoying caddy like 
CD-ROM drives designed for business users. 

And because it’s portable, you can take 
the 3Xp from office to home by just unplug¬ 
ging a cable. Even better, attach the optional 
battery pack and listen to your audio CDs 
while on the way. You even can attach the 
drive to your portable computer to turn 
your notebook into a multimedia machine. 

For a little more than $450, you get all 
this packed into a slick case in computer- 
standard beige or granite gray. That adds up 
to way more than cool. (NEC Technologies; 
800-6324636; PC/Mac, $455) 


Arthur’s Teacher Trouble 



T he most captivating thing about 
Arthur’s Teacher Trouble—the 
best installment in Broderbund’s 
excellent Living Books series—is how kids 
lmmeaiateiy identify with the characters and 
the story. 

Anyone who’s ever been to school can 
relate to the strict teacher, the pesky little sis¬ 
ter, the class brain, and the stressful school 
spellathon. And Arthur is the adorable 
underdog, the quiet, nice kid who perseveres 
despite his own insecurity and proves that 
hard work does pay off. 

On the surface, Arthur’s Teacher Trouble 
is a fun and surprising animated story that 
comes alive with each click of the mouse. 
Posters leap off the walls, cars drive, fruit 
dances, cookies sing—and that’s just for 
starters. But Arthur’s story also teaches lis¬ 
tening, reading, and spelling skills as children 
read along with the story, learning some of 
the very lively words on our hero’s spelling 
list in both English and Spanish. 

Perhaps what’s most valuable about 
Arthur’s Teacher Trouble is the story itself, 
written by children’s author Marc Brown. It 
offers children and parents a positive role 
model, not to mention a useful moral: How 
did Arthur win the spellathon? P-R-E-P-A- 
R-A-T-I-O-N! (Broderbund Software; 
800-521-6263; CD for Mac/Windows, $50) 


Best Design: 

Macintosh TV 



T here isn’t a college student alive 
who wouldn’t kill to have one of 
these babies in the dorm room. 

For that matter, the sleek, black Macintosh 
TV, which combines a 68030-based multi- 
media Macintosh and a TV set, meets a 
need we’d all like to have filled. 

Equipped with a double-speed CD-ROM 
drive, 5MB of RAM, and a 160MB hard 
drive on the Macintosh side, this is also a 
full-function television that includes its own 
cable-ready tuner and remote control. You 
can even attach the Mac TV to a VCR, 
LaserDisc player, or video game deck. 
Special software lets you grab video frames 
and paste them into your software applica¬ 
tions. You also get a good collection of bun¬ 
dled software, from ClarisWorks to Space 
Shutde. Best of all, the entire all-in-one 
package costs only a little more than $2,000. 

The Mac TV’s 14-inch monitor is typical 
for computers, but it seems puny by current 
television standards. On the other hand, the 
Mac TV’s small footprint means the 
machine will find a home on even the most 
crowded desktops. The only real problem is 
choosing between playing Hell Cab or 
watching Letterman. (Apple Computer; 
800-538-9696; $2,079) 
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Breakthrough 

Hardware: 

ReelMagic MPEG board 



I t wasn’t so long ago that upgrading 
your PC to show full-motion, full¬ 
screen video meant spending a fortune 
in hardware. No longer. Sigma Designs has 
broken the video barrier with its affordable 
ReelMagic video-compression board. 

One of the first sub-$500 video¬ 
compression boards to hit the market, 
ReelMagic conforms to the Moving Pictures 
Experts Group’s standard. That means 
any PC game, multimedia title, or 
CD-ROM-based movie that works with 
MPEG can work with the ReelMagic card. 

Tides that already support the MPEG 
standard include such hits as Return to 
Zork, Lord of the Rings, Video Cube, 
Dragon’s Lair, WorldView, Under a Killing 
Moon, and a special MPEG version of 
Compton’s Multimedia Encyclopedia. 

All these tides deliver smooth video 
covering the full screen, with picture quality 
comparable to broadcast television. 

As anyone who’s ever squinted at a 
postage-stamp-sized video window on a 
PC already knows, full-screen video is a real 
luxury. And now, thanks to ReelMagic and 
support from a handful of visionary game 
makers, that luxury is within your reach. 
(Sigma Designs; 800-845-8086; PC, $449 
including Activision’s Return to Zork) 


Breakthrough 
Multimedia Title: 

TR-I: No World Order 



T odd Rundgren’s new release for 
Philips’s CD-I system will never 
break into the Top 40, but it is a 
preview of a new kind of musical medium. 

Unlike any other recording ever made, 

No World Order lets listeners affect the 
music they hear. The disc uses a unique 
control system to let you influence seven 
“flavors” of how the music sounds, 
including Program, Direction, Form, 

Tempo, Mood, Mix, and Video. 

You can listen to Rundgren’s original 
version, check out the four versions created 
by veteran producers, set up your own 
preferences, or make changes as you listen. 

The whole thing is possible because of 
Rundgren’s decision to compose No World 
Order as a pastiche of over 900 distinct musi¬ 
cal phrases. The flavor settings control how 
and in what order those segments are played. 

But be warned: This challenging disc is 
not easy listening. Breakthroughs rarely are. 
As Rundgren writes in the liner notes, 

“You can do some very abnormal things to 
the music. Don’t be surprised if it sounds 
quite different from what you are used to 
experiencing.” (Philips Interactive Media; 

800-824-2567; CD-I, $24.98} 


Breakthrough Game: 

The 7th Guest 



They didn’t realize they’d be reinventing 
computer game development—learning 
to model, morph, and animate in three 


dimensions. And they had no clue they’d end 
up as much moviemakers as game develop¬ 
ers, combining live action with rendered 
backgrounds. 

They’d be the first to admit that the 
project got a little out of hand. But tens of 
thousands of animation and video frames 
and thousands of hours of post-production 
work later, they produced The 7th Guest. 
This gothic horror tale unfolds as you 
explore the supernatural mansion of Henry 
Stauf—a man whose evil will animates the 
house itself. Stauf places ever more puzzling 
obstacles in your way as you seek to solve 
the mystery of the mansion. 

The 7th Guest combines incredible 3-D- 
rendered animation with live actors—most 
of whom play dead people. Each room of 
Stauf s mansion is rendered with incredible 
realism and detail, with surprises at practi¬ 
cally every turn. The graphics, special effects, 
and intriguing story line work together to 
make The 7th Guest the first truly com¬ 
pelling interactive CD-ROM game. (Virgin 
Interactive Entertainment; 800-874-4607; 
CD for DOS/Mac, $99.99) 









Best Virtual- 
Reality Experience: 

BattleTecH 



A 'lT^ ea you play BattleTech 
XJI vJ/ at ^ carefall y managed 
V >7 Virtual World centers, the 
aura of reality takes hold the moment you 
walk in the door. Unlike a cheesy arcade, 
Virtual World has an adult atmosphere, 
complete with a bar and uniformed atten¬ 
dants who refer to players as “pilots.” 
Instead of throwing novices to the veteran 
wolves, games begin with a well-produced 
orientation session laying out the options 
and controls. 

The game itself is no slouch either, pitting 
eight heavily armed and armored robotic 
Mechs against each other in a futuristic 
landscape. Sitting in an enclosed BattleTech 
cockpit is not quite as enveloping as helmet- 
based virtual reality, but the terrific graphics, 
fast action, and great game play make for a 
satisfying experience. 

When the 10-minute game ends, it’s back 
to the Victorian-style Explorer’s Lounge for 
a video recap and a printout of exactly what 
happened when. Virtual-reality technology 
is getting better all the time, and BattleTech 
proves that it’s already good enough to 
deliver a great time. (Virtual World 
Entertainment; 818-973-4200; in Walnut 
Creek, Calif.; San Diego; and Chicago. 
Additional centers due soon in Dallas, 
Detroit, Los Angeles, and San Francisco.) 


Most Promising: 

QSound Virtual Audio 


F orget Dolby SurroundSound. 

The hottest new audio technology 
around is called QSound Virtual 
Audio, and once you hear it you’ll never go 
back to the boring two-dimensional sound 

Virtual Audio, from Canada’s QSound 
Labs, is a technology that allows games and 
multimedia titles to emit ultra-rich three- 
dimensional sound. The effect is so realistic, 
you’ll swear the sounds ate coming from 
behind or even above you—instead of out 
of the two speakers next to your computer. 
That’s the magic of it: Thanks to the audio 
“illusion” it creates, QSound enables devel¬ 
opers to precisely place sound in space 
around you. You really have to hear it to 

Best of all, QSound performs its magic 
without requiring extra hardware. In fact, 
you can’t even buy QSound. Instead, many 
major hardware and software makers are 
scrambling to announce support for 
QSound in their newest products. Using 
special Digital Signal Processor (DSP) audio 
chips, IBM will incorporate QSound in its 
newest workstations, Sega will put the 
technology mto its Sega CD add-on, and 
Creative Labs will support 3-D sound with 
its Sound Blaster peripheral technology. 
Over the next few months, you can expea 
dozens of titles to take advantage of it. And 
that sounds good to us. (QSound Labs; 
403-291-2492) ^ 


Honorable Mentions 


cream of the crop, but they're not the only 
noteworthy products to hit the market last 
year. The products listed below earned 
Honorable Mentions for their innovation, 
quality, and fun. You can't go wrong with any 


SimCity 2000 Maxis's new version of its orig- 


IndyCar Racing This driving game from 
Papyius Publishing is so realistic, AJ. Foyt could 
use it to practice-without burning any gas. 

flock, Rap, 'N Roll This Paramount 
Interactive title lets anyone string together 
prerecorded audio clips into what sounds 


Performa550 Apple Computer’s integrated, 
affordable, multimedia Macintosh combines 
ridiculously easy setup with a great bundle 


ACS300 Speakers With clamshell satellite 


Memphis From its sleek trapezoidal speak¬ 
ers to its matching external CD-ROM drive, 
Media Visiot 



Cyberman Logitech's innovative combina¬ 
tion of mouse and joystick offers control in six 
dimensions, plus true tactile feedback 


the country, Virtuality's helmet-based virtual- 
reality system will define the concept for 
many people 
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Because your PC’s performance 
still at ground level, you’ve just 
become a painted star under his 
cockpit canopy. So before you select 
“New Game”, jet to your phone and 
call Media Vision Resource, where 
Fusion CD 16™ is on sale for just 
$399. That’s not much for a 
^ complete multimedia system that brings 
Media Vision’s award-winning, 16-bit 
“sound of adventure” to your PC. And Only $399! 
because Fusion CD comes equipped 1 -800-684-669! 
with an internal or external CD-ROM 



drive and powerful amplified speakers, you’ll experience 
the screaming highs and shuddering lows of a top 

performance, interactive upgrade L 
system. Plus, you get a cargo load 
of CD-ROM software. Including MH 

Compton’s Multimedia 
Encyclopedia, Battle Chess, 

Mantis, and Civilization! But react 
fast, this offer is good only while 
supplies last! After 
that, it goes down 
in flames! Call 

Media Vision today. media vision 


% 




k /'• laying God—or Mayor, for that matter— 

f J&SSgg ain’t what it used to be. 

Building and managing your own unique 
SimCity has always been more than a game, more 
than a matter of who makes the most money or figures 
out the ultimate zoning mix. When you build a city, it becomes a 
manifestation of who you are. It’s what you fantasize about. 
It’s how you feel. 

But in SimCity 2000, a sequel to the classic that’s even more 
powerful than the original, you can express yourself like never 
before. To demonstrate the flexibility and power of the new ver¬ 
sion, we asked three veteran city builders to try their hand at con¬ 
structing their vision of the ideal urban area. 

Chris Bence built Christon, aiming for natural beauty and 
environmental sustainability. Matt Kim designed Mattropolis as a 
high-density paean to efficiency and order. And in a vain attempt 
to outsmart the simulator, Ocean Quigley built Harsh City, 
which he hoped would launch itself into outer space. Turn the 
page to take a look at the results. 

























01 



SimCity 2000 includes several specific scenarios of common urban ills. 
Here’s how to handle them. 

CtwUeit&H: Pause the game Build water pumps in the swamps, 
then rebuild the connections to other cities and put more ramps on the 
freeway system. Then let the simulation run, keeping taxes low while 
you create dense zoning in areas damaged by the hurricane. 
^uUiVilh: Pause the game. Lower taxes to zero until the popula¬ 
tion is big enough to make you money. Then build dense using 13-by- 
6-tile zoning. Take out a bond if you have to. 

'Flint: Click on the book for property taxes, and set industrial taxes 
to zero. Find a good hangout and wait 

tfe>Ul)WMd: Control the fires the monster sets and after he leaves, 
lower property taxes to zero. Then go see a movie 
‘OakUmd: Control the fire using bulldozers to clear a fire break 
and just ignore the Sims’ complaints. Then set taxes as low as you can 
and build dense in the empty area by Lake Temescal. 
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MULTIMANIAC 


oviema 


The Multimaniae tries 
hi§ unsteady hand at editing 
his own video. 




O UIET ON THE SET, PLEASE. set, or actors, or a multimillion dollar budget (okay, 

the moolah would still be nice). You don’t even need 
I’m putting the finishing touches on an editing deck or certification from the Motion 
Picture Association of America. All you need is a fast 
my first video production, a mini- Windows PC with a speedy CD-ROM drive and a big 
hard disk—and the right software. Luckily, I’ve got all 
epic of swords and sorcery entitled The Glory of the above. 


asking you to be quiet so that I can concentrate. 

Oddly enough, up until a few weeks ago, I never 
even thought about becoming a moviemaker. I fig¬ 
ured that writing was my life’s work—perhaps sup- 

maybe playing with computers. 

Of course, I’ve always loved i 
words to ft’s a Wonderful Life, and I know 
ties of the man behind the curtain and the man in the 
iron mask. Back when I lived in New York, I could 
discuss postmodernist ( 
of them. 

Still, I never thought I’d actually be a filmmaker. I 
always figured I lacked too many of the prerequi¬ 
sites—such as a camera, film, a cast and 
course, a film-editing console. 

I Enter the PC, Stage 

| Foolish me. I should have known. If it’s 
t or worth doing, it’ll eventually show up on the PC. 
o For video, that eventually is now. You don’t have 
| to have a camera anymore t 
1 make movies. You don’t need 


titles, merge video clips into digitized movies. 

It also comes with a CD-ROM disc stuffed with 
more than 300 animations, video clips, and digitized 
sounds. These came in handy. Without a camera, I 
had to rely on found material for my production of 
The Glory and the Bloody, and the public-domain 
material on MediaMerge CD-ROM offers plenty of 
I know all the possibilities, if you approach it with the right creative 
bent—or with a bent creativity. 

You’re probably figuring that The Glory and the 
Bloody is some Ted Tumer-esque Civil War epic, but 
with the best you couldn’t be more wrong. It’s a much more subtle, 
intellectual creation than that—a morality play that 
uses a fencing metaphor to convey a bleak yet humor¬ 
ous message about the futility of man’s struggle 
md, of against the void. 

How did I choose fencing as the vehicle for this 
. extremely arcane message? Well, the truth is that I liked 

LCll the fencing clips on the MediaMerge CD-ROM disc, 

worth having But if you’d rather think of it as an oblique homage to 
the brilliant Zen masters who taught meditation 
through archery, you won’t hear a peep out of me. 

I also found the tutorial in 
the MediaMerge manual 


by paul bo liner 
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uniquely insightful. It 
offers all kinds of 
hints and insider 
tips that even 

pros could bene- >o e s 
fit from—given ° as y t 0 °?' to 9r a , 
what I’ve seen ' Ss "- 


coming 

Hollywood lately. For in¬ 
stance, it cautions that you should 
try to make your video creations interesting, 
and that 



button and voila—my title 
scene would be complete. 

If that sounds 
right. It is. I 


Telling the Story 

simple, Once Fd created a few dozen scenes of scin¬ 
tillating swordplay, replete with video over¬ 
lays and dancing text and pulsating sounds, it 
was time to put them together to tell my 
story. You’ve probably heard famous film 
makers say how this is the hardest part of 
MTV-quality pro- all—arranging an endless number of scenes 

■e that the transition from scene 
smooth and that the sti 


could achieve 

duction values. For instance, my back- shot 
ground video track was much longer making 
tan the audio track that I’d chosen to to scene 
can be a valuable addition accompany it. I solved the problem by using folds at exacdy the pace needed to maintain 
" ' ' " rhythm. Well, 


Glory and the Bloody (simply not acceptable the news to the relatives of the 
for a less-than-a-minute-long feature). Plus whose death throes ended up 
there’s a lot of techno-babble about timing the cutting] 
and pace and the use of transitions. You Goes to 
know. The kind of stuff that separates David you that 
Lynch from the rest of us. 

MediaMerge uses Microsoft’s 
Video for Windows as the underly¬ 
ing technology to display digitized 
video dips. Windows stores these 
clips as AVI format files, but 
MediaMerge also works with 
Apple QuickTime for Win¬ 
dows’ MOV format, anima¬ 
tions saved in Autodesk’s . 

FLC or FLI formats, still ea**®'!®®'*' be a need 

images stored in BMP, DIB, e ° track ^ 0fJti °ns fo s for the human touch, 

HF, TGA, PCX, EPS, WMF, or GIF for- ' - L - J ~ ,! — -’ J - 



MediaMerge makes all the 


of the wealth of images, animations, and the job remarkably simple. Most of the time I 
video and audio clips floating around on bul- just dragged-and-dropped 
letin boards and various CD-ROMs when I clicked to achieve the effects that I wanted, 
was looking around for additional footage for MediaMerge also includes a Text 

the second reel of The Glory and the Bloody. Animator—which I used to create The Glory 

Making the Scene 

Production of The Glory and the Bloody apply such special effects as fade-ins and hide- and enjoy a 
started with MediaMerge’s Scene Editor, outs; volume changes; cross fades that cut the and the Bloody anytime I want. 


they’re all a bunch of whiners, because 
MediaMerge’s Storyboard Editor made this 
part a piece of cake. 

The Storyboard Editor is basically a 
the order in which 
appear in the finished video and 
specifies the transitions between each 

a simple drag-and-drop interface, 
0T- , A 0 \e^ so I was able to rearrange 

.’ > scenes as quickly as the muse 

struck me. For transitions, the 
^ Storyboard Editor offers a variety of 

|fc® .4$* wipes, dissolves, and meltdowns, stuff I 

S®^®® used to bring a natural yet densely cinematic 

* always flow to The Glory and the Bloody. 

When I finished assembling my complete 
story, it was time to produce a final AVI file. 
MediaMerge offers many options here, 

quality. The truth is that 
which options you select, the AVI 
1-and- file will be huge (a minimum of 1MB per 6 
of video) and it will take Media- 

But it’s still a lot 


ut lucky for mi 


Scene Editor works with up to 16 
video or sound. So, when I wanted to give my The Glory and the Bloody, for 
movie a tide sequence—one where the open- makes extensive use of vocal 
ing credits come rolling up over 
background footage of dying mimi 
panied by a stirring Wagnerian audio track— but I figured that years from 

I figured it would be easy. I’d just use the now, when the critics look 

Get command to add the mime suicide back at this picture as the 

footage to track 1, add the automated text start of my brilliant careei 

sequence to track 2, and put a digitized sound it’ll give them a nifty riddle i 

clip on track 3. Then I’d click the Produce puzzle over. 


infancy. Next on the agenda is 
ad infinitum, good video-capture board, which will li 
capture live-aci 



sequences from my VCR 
and a video camera, if I 
had one. But that’s for 
later. Right now, it’s 
time for the 8 p.m. 
screening of The Glory 
and the Bloody at 
the PC multiplex. 

Gotta go. ^ 


76 March 1 


- ELECTRONIC ENTERTAINMENT 



A WORLD-CLASS CHALLENGE FROM RUSSIA. 


Direct from Russia come six marvelously mind-bending, enormously entertaining 
new games. With up to nine skill levels to test your mettle and timers to test your 
patience, you’ll find yourself grappling with these puzzlers long after other games 
have been sent to Siberia. Exciting sound effects and authentic Russian music keep 
your fingers dancing feverishly and your blood flowing red-hot, 








ULTIMEDIA REASURES 


D l With Orchid's multimedia treasures you can explore the new areas 
of PC sound and CD-ROM technologies. Forget outdated products 
and sound cards that resemble relics from past civilizations. Orchid's new 
sound cards and multimedia products bring fresh, exciting audio performance 
and compatibility to your PC. 

SOUND CARDS If you are searching for that perfect 
sound card, look no further than Orchid. Chr 
either the critically acclaimed Soundwave 
(now available with SCSI CD-ROM 
GameWave 32. Both are based r 
DSP (digital signal processing) technology and feature 
wavetable synthesis (for real musical instruments). You'll 
also get compatibility with all major multimedia standards, 
including SoundBlaster, Windows Sound System, Business 
. Audio, Roland MT-32 (great for game players) and General MIDI (for 
musically inspired). Or pick up the budget-priced SoundDrive EZ ca 


CD-ROM DRIVES The CDS-3110 is the double-speed drive that exceeds 
all MPC Level II specifications. Compatible with all of the new CD-ROM titles, 
and supporting Kodak Photo CD (multisession) and CD-XA for 
CDS-3110 is the perfect vehicle for exploring mi 

xternal versions. 

For the all-in-one solution, 
ndWave/CD Multimedia 
solutions are fully 
include great hardware 
o easier way to upgrade 

your current PC to great sound and multimedia capabilities. 

See your favorite computer store today and pick up a multimedia treasure for 
yourself. Orchid Technology's Soundwave 32, GameWave 32, SoundDrive EZ 
or cd-roms Treasures for Multimedia. 



ORCHID 


Multimedia 


ORCHID TECHNOLOGY. 45365 Northport Loop 


t. Fremont, CA 94538. Tel : 1-800-7-ORCHID 






Game of the Month 

80 Star Trek: Judgment Rites 

Get more of that game play that made 


Capturingstars,and sparkz may seem 
simple, but the game is simply addicth/ef 

Virtual Worlds 

94 Shadowcaster 

A morphing hero with supernatural powe 
makes Shadowcaster a standout. 

96 Critical Path 

Interactive cinema puts production value; 


Role-playing Games 

100 Sam and Max Hit the Road 

Take a^exciting road trip in LucasAfts' new 

102 Innocent Until Caught 


! is the first of i 
I adventure. 


GAME OF 


THE MONTH 



Star Itek: 
Judgment Rites 


By Peter Olafson 


In Star Trek: Judgment Rites, Interplay goes 
where its gone before. If it ain't broke, don't 
make Scotty fix it—and Judgment’s prede¬ 
cessor, Star Trek: 25th Anniversary, certainly 
wasn’t broken. Judgment Rites captures that 
indefinable quality that made the original Star 
Trek series such a classic, and that's just the 
beginning. 


the results of previous missions, and exercise vari- 

Functional and true to the spirit of the show, 
the Enterprise bridge is where you get mtormatron 
about the plot by exploring the library or listening 
to Spock’s advice. You’ll also navigate space and, 
depending on how you set the combat options at 
the beginning of the game, you may have to 
engage in some dogfighting as well. 

Elsewhere—on a planet’s surface, in the corri¬ 
dors of a space station, at the heart of an alien 
complex—you’re basically controlling Kirk within 
a more familiar graphic-adventure setting. Spock 

repartee. You move from location to location, 
interacting with the environment with the aid of a 
little Da Vinci-like torso, click¬ 
ing on its eyes to look, one hand 
to use, the other to take any¬ 
thing not nailed down, and so 
on. The puzzles are rigorous 
and interwoven, and there’s typ¬ 
ically more than one objective 
per scenario and more than one 
level of success. Bet you can’t 
play an episode just once! 

Be sure to talk to your com- 
lites involves padres at every opportunity, for 



Like 25th Anniversary, Judgment Rites is actu- logue is delightful and 
ally two games. The first takes place on the bridge frequently very funny, 
of the Enterprise; the second takes place every¬ 
where else. And, as always, the Enterprise cri 

wears uniforms that look like pajamas. Even 
the episode titles have that classic Star Trek 
ring: “Though This Be Madness,” “Museum 
Piece,” “No Man’s Land,” “Sentinel.” 

Take the Helm, Captain 

Aboard the Starship Enterprise, where you’ll 
explore a great half-circle of space, everything’s 
handled from the bridge. You click with the 
mouse—or press a designated hotkey—to acti¬ 
vate a particular officer. Spock’s there for cool- 
headed advice, to access the library computer, and 
for target analysis during combat; engineer Scott 
handles repairs; and Mr. Sulu steers the helm. 

Chekhov controls the navigation and 
weapons stations and Uhura the 
communications console. Choos¬ 
ing Kirk himself allows a party g 
to leave the ship, take a peek at JjM 









I don’t even want to guess how many episodes of 
the series the four writers—Scott Bennie, Elizabeth 
Danforth, Mark O’Green, and Mike Stackpole— 
must have watched and rewatched to get in the 
mood, but clearly they’ve been living and breath¬ 
ing the stuff, and the timbre and nuances are just 
right. Once again, Kirk struts about like a rooster. 
The half-human/half-Vulcan Spock and the all- 
too-human McCoy exchange words wry and tart. 
Scotty says he doesn’t know how much longer the 
ship can take it. Chekhov insists the Russians 
invented everything of consequence. Consider this 



Spock■ Captain, I estimate 
the odds of finding and 
destroying Breddell’s 
doomsday weapon at 
186 to 1. 

Kirk: That’s better odds 
than usual. 

Spock: I am factoring in 
your record at performing 
early impossible feats, 
Captain. Otherwise, the 
odds would be 


Kirk: What would I do without your encourage¬ 
ment, Spock ? 

Spock: I cannot speculate. Captain. 

The whole scene plays in my head exactly like 
an episode of the original series. It’s this sense of 
authenticity that warms the cockles of any Trek- 
kie’s heart. And of course the music’s all spot-on. 
It feels just like the real thing, even from your PC 
sound card. 

Bigger is Better 

I don’t want to give the impression that this game is 
just a 26th Anniversary—simply that what worked 
well in the first game continues to work well here. 
The size is new, for one thing. If 25th Anniversary 
came in for any criticism, it was for its shuttlecraft- 
ish dimensions. Judgment Rites is enormous, with 
twice the number of discrete locations and none of 
the first game’s sense of compressed space. Also 
new is the emphasis on cinematic production val¬ 
ues. Judgment Rites has a powerful repertoire of 
special effects. I don’t want to spoil anything, but 
let’s just say your eyes will pop and you’ll echo 
Kirk’s “My God!” when you see the opening 
sequence to the first mission. It has the sort of grim 
spectacle associated with good movies. 

Qualms? None of consequence. I do wish 
they’d allow the player to break up the party on 
occasion and redirect Spock and McCoy indepen¬ 
dently of Kirk. It’s the one false note here. The two 
follow the captain around like puppies, sacrificing 
interesting possibilities for puzzles dealing with 
time, speed, and synchronization. 

But that’s a question of untapped potential, and 
not a criticism of Judgment Rights per se. Fact is, I 
couldn’t find anything much I didn’t like about it. 
True, it isn’t exactly a breakthrough product, as 
25th Anniversary was when it first appeared. But 

durable. As a good tactician like Kirk would tell 
you, you don’t have to break away when you have 
your phasers locked on something as solid as this. 

Beam me down, Scotty: There’s definitely intel¬ 
ligent life here. (Interplay Productions; 800-969- 
4263; DOS, $59.95) 
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Judgment Rites captures the feel of the 

Other than Kirk, though, the characters in the 
game aren’t used to their fullest potential, so 
there’s room for improvement. 



they could talk their way out. 




The Starship Enterprise pulls 
alongside the Espoir Station 
research lab in the first episode. 
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far enough 
and you’ll eventually 
er: a dungeon wall, a raging sea 
won’t scroll, or a stubborn parser 
“north” for; 

But now there’s Frontier: Elite II. Fans of the 
original Elite will recognize the premise behind this 
sequel. Travel star lanes in search of cargo. Buy 
low, sell high. Build a reputation, improve your 
skills, upgrade ships and weapons.... If you’ve 
got the right stuff, you’ll become one of the Elite. 

Like Elite I, Frontier is open ended—you’re lim¬ 
ited only by what money can buy and the range in 
light years of your hyperdrive. There are profits to 
be made by buying low on one world and selling 
high on another, and dozens of missions for hire. 
But the only true goal is improving the human 
condition (specifically, yours). You can buy better 
ships, up to the top-of-the-line 400-ton Panther 



Clipper. With better ships, you’ll also wai 
notch equipment and crews as you pursue a 
as a merchant, a pirate, a bounty hunter, 
venturer, or any combination thereof. 


I See the Future ... 

I played a tourist, trading just enough to keep the 
ship fueled, flitting from system to system. Once I 
even crept home to Earth to see what had become 
of it by the 33rd century (a tough trick, because it 
turns out that Earth moves very quickly in orbit). 
A storm system was gathering over northern 
Africa, and night was creeping up on New York, 
but most of the great old cities were stil) there 
(New San Francisco?) along with the polar ice¬ 
caps. Thankfully (and surprisingly), the planet was 
still green. Passing the three detailed orbiting space 


stations (M. Gorbachev?) on the w: 
felt sad at parting, but somehow encouraged, a 
though I’d had a happy glimpse of our future. 

But getting there is all the fun in this polygon- 
based 3-D space trading game as you explore Elite 
IPs unlimited world. Try this: Call up the quad¬ 
rant map of the Core Systems, then push it into 
the background until you can make out just the 
names of the closer systems. Scroll the map left to 

Now, pick out a system and zoom in until the 
dot fragments materialize as component planets. 

Pick a planet, and zoom in 
again. If you can pick up a sur¬ 
face settlement, you’ll find fac¬ 
tories, skyscrapers, tiny subur¬ 
ban houses, and snow-capped 
mountains beyond. Frontier 
seems as boundless as space and 
A giant ship hangs quietly off Lave life itself. I suppose it could be 
Station In Frontier. Blow It to king- argued the thousands of planets 
dom come, or go on your way? h here must the product of 
some set of mathematical formulas. And there may 
be an invisible line out there somewhere, in some 
deep recess of starless space, in which the universe 
of Frontier begins to fold back upon itself. 

But if there’s a formula, it was written with a 
very personal touch. And if there’s an edge, I 
couldn’t find it. For all intents and purposes, 
Frontier really is a game without frontiers. 
(Gametek; 305-935-3995; DOS, Amiga, $59.99) 
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have lively game play for years. At the sai 
time, the game’s graphics are sometimes 
ugly and the use of sound a bit thin. 
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Prepare for Kombat on your PC! 

Experience all the action of the arcade sensation! 



FREE 

Mortal Kombat Tattoos 
in every box. 


4«laim 


Distributed by UltraTech 


MIDWAY 
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Romance of the 
Three Kingdoms III 


By Barry Brenesal 



Relationships are key as you 
try to trade and negotiate your 
way to the top. 


T he Mongols did it, but that was a long time 
ago. Now it’s your turn to conquer all of China in 
Romance of the Three Kingdoms ID, KOEI’s lat¬ 
est simulation ot diplomacy, economics, and war. 

It is around 200 A.D., a time of political chaos 
in China. The venerable Han dynasty has lost 
power and prestige, and many strong, capable 
leaders are competing for the Dragon Throne. Pick 
one of 18 leaders to guide you through 6 histori¬ 
cally based scenarios to finally claim the throne. If 
you don’t want to play one of the original leaders, 

Although you can play each scenario individu¬ 
ally, the complete campaign offers a strategic 
adventure through the historical reshaping of 
China. By the sixth scenario, only four leaders (at 
most) will remain alive and active. In the later 
scenarios, each leader commands more officers 
and larger territories, with grander strategies and 
bigger battles. 

It’s Who You Know 

Relationships are the key in Romance EL They’ll 
determine who will trade or ally with you, and 
who will threaten, invade, or try to trap you. 
Your leader’s skills will attract different types of 
free agents to serve as generals and civil officers in 
your growing empire. You also have to set tax 
rates, buy weapons and ships, spy, search for 
valuable artifacts...and the list goes on. Note, too, 
that your actions affect your reputation. Does 
your leader break treaties at opportune moments? 
Do you ruthlessly exterminate enemy generals cap¬ 
tured in battle, or add them to your ranks? 
Choices like these help determine your fate. 

Wars are conducted in turns and fought on iso¬ 
metric battlefields. Variables include the strengths 
and weaknesses of officers in charge and the train¬ 
ing, morale, and weaponry of individual units. But 
treachery is a factor as well: Some officers will 
switch sides, particularly if their loyalties are low. 

It’s this sneaky, underhanded diplomacy that 
distinguishes this game. Send a forged letter to a 
rival officer, and try to cause a riff between him 
and his ruler. Persuade a rival’s governor to rebel. 
Use gold or gifts to steal away your opponents’ 
officers. Sound like fun? Just remember, your 
computerized opponents employ identical tactics. 



Past KOEI simulations were praised for their 
depth and criticized for their graphics. But the 
stunning high-res, 256-color VGA graphics of 
Romance III will silence the critics. Each character 
has a distinctive appearance, and the map of 
China subtly shifts colors with the seasons. There’s 
no animation, but you won’t miss it with this kind 
of artwork. (KOEI Corporation; 415-348-0500; 
DOS, $69.95) 


Don’t neglect free agents with low ratings. They 
can still furnish extra punch in a battle and do 
the drudge work that frees up your better men for 
tougher missions during peacetime. 

Exchange supplies with other friendly rulers. It's 
a good way to build up dwindling stocks when 
the merchant isn’t available, and the rates may 
be more favorable. 
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Romance III is a must-have for any dedicated 
strategist or role-playing aficionado. The differ¬ 
ent rulers and randomized game play will keep 
you coming back even after you’ve finally 
ascended the Imperial Dragon Throne. 
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ALL 110 INNER! WILL 3E 
TREATED FAIRLY. 
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SIMULATION 



GAMES 


Unnatural 


IF^laying Unnatural Selection from Maxis 
made me feel like one of Macbeth’s witches. I 
wasn’t using any eye of newt or powdered bat 
tongue, but the feeling of something a little unsa¬ 
vory hung over me as I cranked up the radiadon 
to cause rampant mutations and destroyed.hun- 


By Rusel 
DeMaria 




riHu'fcs, 


mixed 


“"fee. 


for genetic superiority. 

Unnatural Selection is schizophrenic. On the 
one hand, there’s the laboratory (called Indepen¬ 
dent Research). On the other, there’s the strategy 
war game (called Top Secret). Either way you 
play, everything starts in a genetic engineering lab 
loaded with equipment for making creatures called 
Theroids. The three basic Theroid types are Zips, 
whose main characteristic is speed, Slugs (stami¬ 
na), and Hulks (strength). Creatures also have 

as three “needs”—to fight, to mate, and to eat. By 
selective breeding, you create creatures with the 

As you sort through your The¬ 
roids, eliminating the weak and the 
diseased, you may get some unpleas¬ 
ant genocidal twinges, but you perse¬ 
vere in the name of science. Sorting a 
population of 2000-plus Theroids can 
be pretty slow on anything less than a 
486. Dull as it may be, sorting through the 
database is the way to create the super- 
Theroid of your dreams. It’s also the way 
that you’ll probably first encounter a Beast—the 
fourth, dominant Theroid type. 



the first time, you’ll have to go the second time, 
and you’ll fight in Expert mode. 


You should be breeding Beasts by Island three or 
four. Otherwise, you probably won’t be able to 
win the game. 

To breed Beasts fast, remove food from the Slugs 
and Hulks and encourage the Zips at the begin¬ 
ning. Then breed for Fight and Mate. Try to keep 
Eat around 100. Take your best Beast prospects 
and put them in the empty Hulk and Slug pens. 

Build walled pens to keep small, experimental 
populations separate. Then, as they become more 
robust, trash the walls and let them roam. 


The lab is where you get to create your super The¬ 
roids. Here the populations are separated by walls. 

The Other Side 

Once you’ve mastered the intricacies of the lab, 
you’ll take on the Top Secret mission. The build¬ 
up, which includes digitized speech and some 
semi-animated photos, establishes a story line 
about a renegade scientist and her nasty Theroid 
armies. You’re placed in a stripped-down lab with 
small, penned populations of Zips, Slugs, and 
Hulks. You must work quickly to breed a strong 
army before the Colonel calls you into batde. 

Once you’re actually in the battle, the whole 
game changes. Now you must load various heli¬ 
copters and send troops and supplies to the infect¬ 
ed islands. Strategies range from very simple to 
very difficult and depend a lot on the success of 
your breeding program. Each island gets progres¬ 
sively harder, so you must work quickly between 
battles to improve your Theroids, creating a viable 
population of Beasts as soon as possible. 

Unnatural Selection won’t win any awards for 
graphic quality or sound. The daymation se¬ 
quences are disappointing, and the rest of the 
graphics and sound are pretty basic. 

What compels in this game is not looks but 
imagination. It’s not for everybody, but Unnatural 
Selection kept me happily intrigued for several 
days. The war game is challenging, particularly the 
struggle to create an awesome fighting force under 
severe time pressure. Save often so you can correct 
mistakes, because you’ll probably have to go back 
to the drawing board from time to time. (Maxis; 
800-336-2947; DOS, $49.95) 


Unnatural Selection got my attention and kept 
it—for a while. Though the graphics are nothing 
to write home about, both the lab and the war 
game are challenging. 
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A CD-ROM game with some serious 
highs and lows. 

Your challenge—drive like mad to 
reach the highest point in each of the 
continental 48 United States! Whip out 
the map, plan your strategy and try to 
beat the world record! Blow 


roadside attractions, answer bizarre 
questions and chat with the locals. 
But don’t dilly-dally, 
get into high gear 
and hitch a ride 
to your local 
software dealer. MediaVision 






Chessmaster 
4000 TUrbo 


By Barry Brenesal 




Turbo, 

either way. Show 
no mercy and thrash the 
amateur of all time. Or learn a little humility 
from reigning World Champion Garry Kasparov. 

Chessmaster 4000 Turbo for Windows is com¬ 
puter chess at its best. Fast, versatile, and attrac¬ 
tive, this is a solid, serious chess player’s game that 
can even discuss your strategy with you afterward 
like a good human opponent. 

The “design-your-own-opponent” feature isn’t 
new to this release, but, with 24 design para¬ 
meters, it is much expanded over Chessmaster 
3000. For instance: How aggressive do you want 
your adversary to be? How deep is his knowledge 
about past chess games? How original is his play? 

What value 



the many en- 

sonalities—there’s a veritable Hall of Fame, with 
immortals like Edward Lasker and Josef Ren, and 
modern geniuses like Bobby 
Fisher and Anatoly Karpov. Or if 
you’re feeling intimidated, try 
Newcomer or Woodpusher. 

In the past, excellent computer¬ 
ized adversaries meant extra-long 
pauses while a chess program 
checked its extensive database. Not 
anymore: the Turbo in Chess¬ 
master 4000 Turbo refers to its 
new 32-bit TASC engine. This 
chess program is surprisingly fast, 
database throttle opened all the way to Grand- 


wait on a comput¬ 
erized opponent 
tgain. Even so, we 
recommend a fast 
386 or 486 with a 
good extended mem¬ 
ory software cache like 

SmartDrive or PC-Kwik. 

That faster engine pays off in Chessmaster 
4000 Turbo’s Natural Language Advice (NLA). 
The time spent generating an explanation in stan¬ 
dard English for Chessmaster’s advice has 
decreased dramatically. NLA can even analyze an 
entire game in several minutes, discussing the 
strategems and mistakes of both players. 

Choose Your Set-Up 

Configurability is another area where Chess- 
4000 Turbo surpasses all competition. It 
supports five notational systems, side switching, 
blindfold, tournament, and modem games. It uses 
ASCH files to export and import move lists or 
ave annotations, prac- 
nd study the enclosed 
chess tutorials written by Garry Kasparov himself. 

In addition, Chessmaster 4000 Turbo is an 
attractive game. Its overall look suggests a 1930s 
Art Deco radio cabinet, complete with dark walnut 
paneling and sleek lines. You expect to click one of 
the round, white settings buttons and get a live 
broadcast of the Benny 
Goodman Orchestra. (Big 
Band is available in the accom¬ 
panying music, as are classical 
and New Age selections.) 

Chessmaster 4000 Turbo 
provides both 2-D and 3-D 
boards, and chess sets to 
match your state of mind and 
mood. You can change the 
boards’ sizes, isometric angl- 
well as combine them with a 
of windows displaying advice and mes- 
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The Artificial Intelligence of the Masters 

There are lots of settings to help define the opponent of your choice in Chessmaster 4000 Turbo. It’s interest 
ing to see what they reflect about the leading players. 

The Kasparov style, for instance, prefers to attack whenever possible (Attack/Defense rating of -70) and is 
tops in strength of play (100%). He always seeks the best move without concern for novelty (0 on 
Randomness factor). He’s learned (100 on Book Depth) and has a fairly high contempt for a draw (2.5, on a 
scale from -5 to +5). He thinks about moves while you do (the Deep Thinking switch). 

Chessmaster’s Kasparov has a very high concern with overall positional strength (80 on a -100 to 100 
scale that covers material versus positional). He struggles valiantly for control of the center (140 out of 200) 
and sets high value on maintaining the mobility of his pieces (160 out of 200). King safety and pawn weak¬ 
ness are matters of less concern to this player (70 out of 200 in both cases). Kasparov puts moderate 
emphasis on developing passed pawns (100 out of 200). His relative point assignments to different pieces 
are fairly conventional: 9 points to the queens, 5 to the rooks, 3 to the bishops and knights, and 1 for pawns 

This last set of figures matches those of Kasparov’s most hated adversary, Anatoly Karpov. But there are 
some significant differences elsewhere. Karpov plays a more defensive game: 30, as opposed to -70 for 
Kasparov. Their rated strength is equal: 100%. Karpov also has no built-in randomness-he strives for the sin¬ 
gle best move in any situation. He disregards unpromising lines more often than Kasparov (8 on Selective 
Search, versus 6 for Kasparov) and accepts draws more often (1.5 versus 25). He also thinks while you play. 

Karpov puts equal emphasis on the material and positional value of a piece (50). He sets only moderate 
value on control of the center (100) and maintaining mobility (100), since he’s more concerned with building 
up tight, complicated positions. King safety isn't much of a concern (80 out of 200), but pawn weakness really 
bothers him (160 out of 200). He likes passed pawns and their implicit threats (120 out of 200). 

How accurate is all this? Very. These statistics were developed by analyz¬ 
ing many of the players’ games, which are part of Chessmaster’s database. 

Think about that when you consider cranking Chessmaster 4000 Turbo up all 


sages. There are also eight customizable back¬ 
grounds. My favorite is the War Room, complete 
with Staunton chess set, chess clocks, updated 
moves list, and separate displays of all legal moves, 
captured pieces, and the computer’s current think 
lines. Although you can customize any back¬ 
ground, only one can be saved with the game. 

The user’s guide is adequate, but skimpy on 
details. The separate owner’s manual is actually a 
history of chess, very good on 19th- and 20th-cen¬ 
tury developments. Its older material, however, is 
riddled with misinformation—not surprising, since 
its sources procured a number of facts from 
Stalinist-era, Soviet bloc publications. For instance: 
“By 1000 A.D., Christianity was established in 
Russia, and the Church there immediately made a 
concerted and unsuccessful effort to discourage 
chess playing”—so reads the owner’s manual of 
Chessmaster 4000 Turbo. 

But there are no records of any atl 
by the Russian Orthodox church to halt chess, 
successful or unsuccessful. As one church deacon 


Thrash the worst 
amateur of all time. 
Or learn a little 
humility from a 
reigning World 
Champion. 



and excellent natural language advice— 
you get it all in Chessmaster 4000 Turbo. The box 
claims it’s “still the finest chess program in the 
world.” You’ll get no argument here. Chess 
doesn’t get any better than this. (The Software 
Toolworks; 800-234-3088; Windows, $59.95) 
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rr BEGMMS J^ow. 


The future of electronic entertain¬ 
ment is Fairing place now. Video and 
computing are rapidlg merging into a neui 
form, urlth an entirelg neuiface. Rnd that 
form is tailing evolutionarg. revolutionarg 
leaps from inhat has come before. 

So horn do gou Peep up mith a com¬ 
puter game, interactive TV, CD-ROM and 


multimedia entertainment entitg that is 
evolving at the speed of light? Voudnn't 
unless gou stag on top of if. Rnd that's 
our job. 

Electronic Entertainment magazine is 
the must-have manual for fast-moving, 
fast-spending, information-hungrg video 
entertainment bugers. Theg read us 


because rue tell it litre it is. right here and 
right norn. We're their guide to todag's 
hottest games, multimedia andtomor- 
roru's nenrest technologg because rue're 
not about philosophg, me're about 
facts... the hard ones. 

The future begins now. 

Don't be left out. 
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By Bob LeVitus 



\^rcon Systems, creator of the arcade classics 
Diamonds and Jewelbox, has done it again with 
the addictive, enjoyable Sparkz—a game that 
should be familiar to fans of the old arcade game 
Qix. If yotfniver played Qix, you’ll get the hang 
of Sparkz within minutes, but you’ll still be play¬ 
ing weeks later. And since each game is relatively 
short—mine tended to last about 5 minute^^ 
you’ll find yourself playing over and over, trying 


Sparkz is based on a very simple concept: 
Capture as much of the playing area as you can 
before the deadly star or one of the 
speedy little sparkz touches you 
or your tail. You must capture 
50 percent of the playfield to 
complete the first level and 
higher percentages for subse¬ 
quent levels. There’s also a 
practice mode, which lets 
you try any of the game’s 
25 levels. You begin the 
game with four lives and 
gain an extra life for eve¬ 
ry 3,000 points scored. 

To capture a region, 

)t that moves around the peri- 
of the playfield. Pressing any 
key or double-clicking the mouse 
reverses the direction in which 
your dot is moving. To begin cap- 
uring an area, hold down 
the Shift key (or press the 
mouse), which stops your dot 
n its tracks. Once your dot 
has stopped, you can move 
it up, down, left, or right 
into the playfield using 
the keyboard or mouse. 
The mouse seemed less 

_ i precise and harder to 

t) o«' we *’rte«h) use; I preferred the de- 
- . 0 n«>» cOT ”U«4 sc0,W fault keyboard con- 

,. w , »'* '*1 L«j »* ' e '‘ trols—2, 4, 6, and 8 on 

C0 ^W® S? * <W ’ the numeric keypad. 

a . —ints- Your goal is to enclose a region as large as pos¬ 

sible without touching the star or the sparkz and 


The rules are simple, but playing successfully isn’t. 

without running into your own tail. It sounds easy, 
but as the levels progress and the star grows bigger 
and sparkz move faster, it becomes anything but. 

Each region you enclose gains you points, with 
bonuses for regions larger than 10,25, or 50 per¬ 
cent of the total playfield. You’ll score extra 
points for capturing the star or a sparkz within a 
region and for completing each level successfully. 

Sparkz is not without its blemishes. There’s no 
way to save a game in progress, and I noticed a 
slowdown and decreased responsiveness when 
another program was running in the background. 
And if playing Sparkz sounds a bit repetitive, 
it is. But it’s anything but boring. As the levels 
progress, the star grows larger and faster, and 
the number of sparkz increase and they, too, 
move faster. Even after several days of intense 
play, I felt lucky to progress beyond level 6 or 7. 
What’s important is that I’m having so much 
fun, I keep on trying. (Varcon Systems, Inc.; 
619-563-6700; Mac, $49.95) 



Sparkz is an addictive, enjuyable arcade game. 
However, it’s not an cric 
may find it repetitive sin 

sparkz change. 


ity of stars and 
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In Pacific Strike, you cruise into all major battles of the Pacific 
theatre - Pearl Harbor, The Coral Sea, Midway, Guadalcanal, the 
Solomon islands, the Marianas, Leyte Gulf, Iwo Jima and Okinawa. 
How you can change the outcome of each battle and the entire 
war through your own successes and failures. Can you force an end 
to the war before the bomb is dropped on Hiroshimo? 

o Fly the Wildcat, Corsair, Hellcat, Devastator, Dauntless, Avenger 
and Helldiver, enjoying the astounding realism of their fully 
instrumented cockpits. You'll do more than practice! 
o Hone your skills as you face relentless enemy pilots in Zeros, 
Kates, Vais, Bakas, Betties mi more - so graphically detailed 


’rove those skills in a stunning variety of missions - grueling 
logfights over the Pacific, dive-bombing runs against carriers 
ind warships (including the Vamatol) and challenging rocket 
ittacks on pillboxes, airfields and other ground installations. 

For a great game experience, we recommend 
an Intel486' DX2 or Pentium processor-based system. 
For literature on Intel processors, call 1 -800-756-8766 
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Shadowcaster 



By Al Giovetti 



^Sometimes you start out 
with one idea and end up with 
something quite different. That’s what hap¬ 
pened with Shadowcaster, an engaging first-person 
action adventure designed by Raven Software for 
Origin Systems. The original idea included a writ¬ 
ten story line, but the text was axed when play- 
testers found it slowed up the game. Raven’s 
Victor Penman decided digitized speech was not 
feasible and went for plenty of combat with the 
hostile inhabitants of the Shadowcaster’s 
world. Is the result better than the origi¬ 
nal concept? Probably, because Sha¬ 
dowcaster’s graphic depth, fast action, 
and streamlined icon-based interface 
make text unnecessary. 

Powers to the People 

You play Kirt, the shadowcaster, a man whose 
destiny even the gods cannot predict. The 
st of the People have been taken captive, 
and Kirt must travel through 26 levels of 
dungeons and mazes to save them from 
the evil Veste and his even more evil 
master, Malkor. Kirt is the last to pos¬ 
sess the once-common ability to trans¬ 
form into other beasts. As he progresses 
through the adventure, Kirt gains the ability to 
morph into seven strange, nonhuman forms, each 
of which has as many as seven special powers and 
its own strengths and weaknesses. 


morph’s special powers 
and apply them to vari- 

also adds replayability, 
because even after you’ve 
completed the quest, you 
can go back and try 
using different morphs to 
meet the game’s challenges. 

In some ways, Shadowcaster is a simple game. 
All the usual distractions on the main screen are 
gone, leaving a streamlined, improved version of 
Id Software’s Woifenstein game engine. The 3-D 
play screen, an inventory for all seven morphologi- 




and special effects of 
Raven Software’s Raffel brothers. These artists- 
tumed-game-designers have outdone themselves, 
providing stunning backgrounds as well as spec¬ 
tacular morphing as Kirt changes shape from one 
of his seven somatotypes to another. 

As in other adventure/role-playing games, Kirt 
needs to fight (and destroy) enemies to gain experi¬ 
ence, and each of his morphological forms sepa¬ 
rately gains the experience needed to increase lev¬ 
els, health points, power, and abilities. 

Shadowcaster is not without its deficiencies. A 
rest feature would save you from having to wait 
for long periods until your character is healed, or 
until you acquire the Caun form, which heals ten 
times more quickly than the human form. The 
automap system does not have an automated leg¬ 
end or note-taking feature. 

Surprisingly different from past efforts of Id, 
Raven, and Origin, Shadowcaster is a most unusu¬ 
al game, derived from the combination of their 
formidable creative talents. People who purchase 
Shadowcaster with preconceptions may be in for a 
surprise, but it should be a pleasant surprise since 
the excellent design and execution make Shadow¬ 
caster a must-play. (Origin Systems; 800-245- 
4525; DOS, $69.95) 


;, allowing you to get a 


i plants become a float seed 
when killed. The float seed forms a mat of plant 
" -s. Hoard float seeds and put them into the 


The glaive weapon can be found on level om 
the upper right area of the map, beyond the dead- 
' ~ Hall room and the quicksand. 
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Critical 

By Christopher 
Lindquist 


Path 


good game better, but can technology 

alone salvage a mediocre one? In the emetg- ^ a *' sW w(0 ® s 

ing category of games that include flashy hill- * „. a vie * e< , se ctt°°' 

have 


your only key to what each 
of the controls does and 
how they can help Kat 
survive. If you don’t use 
the right control, Kat 
will lose one of her 
, and y. 


to start again at the beginning 
of the “scene.” Don’t worry. Nine lives and 
three or four hours should be more than enough. 


when the game itself is less than spectacular. 

The post-nuclear scenario in Media Vision’s 
Critical Path is nothing particularly innovative for 
either games or movies. You play “The Kid,” an 
injured helicopter pilot trapped in the control room 
of a booby-trapped warehouse. Your challenge is 
to guide your cohort, Kat, through a maze of tun¬ 
nels and traps to save both of you from death. 

Nine Lives 

mounted portable camera, you see and hear her 
every word and action. You, however, are limited 
to a few terse directional commands and an alert 
signal to warn of impending danger. You also 
have control of booby traps (mostly explosives) 
and heavy equipment to help you guide and pro¬ 
to escape the 
clutches of the 

A journal 
Minh’s 


“Production values, 
production values, 

game play,” was 
the order of im¬ 
portance in the 
development of 
Critical Path, 
according to 
an insider at 1 
MediaVision. 

too. Critical 
Path is a slick looker that 
doesn’t put up much of a fight for serious 
gamers. The toughest section requires you to guide 
a blinded Kat along a dilapidated catwalk (no pun 
intended), but once you’ve figured out the proper 
sequence of turns, it poses little challenge. 

Kat is played handily by stuntwoman/actress 
Eileen Weisinger. To a large degree, this game suc¬ 
ceeds because of Weisinger’s ability to reach out of 
the screen. The evil General Minh is played fiendish¬ 
ly well by Media Vision executive vice president 
Min Yee. The fully rendered madman’s world is 
spectacular to see, even in its less-than-quarter- 
screen window, and the sound effects and music 
lend an intensifying, and crucial, touch of realism. 

Hard-core gamers looking for a challenge won’t 
find it here, and $80 may seem like a bit much to 
pay for what amounts to a fairly decent action/ 
adventure movie. And like most movies, this one 
won’t bear much repeat viewing. (Media Vision; 
800-845-5870; CD for Windows, $79.95) 





The Labyrinth oF Time 

(on c. d. ) 




VIRTUAL 


WORLDS 


By Tony Reveaux 






I Will for the Pioneer Laser- 
Active system is an example of a 
first-generation intermedia prod¬ 
uct that attempts to slap togeth¬ 
er elements of laserdisc-quality 
video, computer graphics, and 
interactivity. But while it 
occasionally reaches a high- 

the whole is less than the 
sum of its parts. 

The inexplicably titled I Will is 
part detective story, part travelogue. The action 
takes place in the British Isles. A cinematic open¬ 
ing tracks a Rolls Royce through the English 
countryside, where its unknown driver snatches 
a mysterious package. Then the scene shifts to 
Dr. Ozone’s laboratory, where you meet Dr. 
Ozone and Catherine Holmes. Ms. Holmes hires 
your alter ego, Sherlock Bond, to recover the 
stolen package. This is how you find yourself on 
the case, viewing a map of London, and carrying 
a bankroll of £500. 

Travel in Style 

Those unfamiliar with Great Britain might want to 
use the travelogue on side two of the laserdisc to 
preview the main locations in the game. Use 
LaserActive’s remote controller to control speed 
and direction—even freeze-frame the visuals. This 
amount of video control is available only on side 

Within the game, various pop-up windows pro¬ 
vide important information about the time, 
money, and gas remaining (yes, you have to keep 
track of the petrol, as the Brits call it). Pop-ups 
also show you Key Points—information credits 
that can provide you with additional cash. 

The action in I Will is at best leisurely, requiring 
you to use the keypad to ride in a taxi, a bus, or, 
later in the game, an English Ford around 
the maps. When the vehicle changes color, you 
press the StartfStop button to enter a location. If 
you receive a “Not enough information” message, 
you haven’t gathered enough clues to enter. 

Each location is a film clip with hot spots you 
can click on to receive clues. Every time you find a 
clue, you automatically return to the map and 
drive to the house of Catherine’s father, Detective 


Christopher 

Holmes. In live action, he 
interprets the clue and gives information 
about where you might go next. 

Eventually, you’ll visit locations such as Ports¬ 
mouth, Loch Ness, and Edinburgh. Unless you 
keep a healthy supply of cash throughout your 
travels, though, you’ll lose the game. There are 
various ways to increase your assets, including 
finding Key Points or taking odd jobs. When you 
gain access to the London Casino, you can play 
poker, blackjack, or slots as long as you wish. It’s 
a gambler’s paradise: Though you can win money, 
losing doesn’t affect your funds. 

Later in the game, you’ll find yourself inside the 
car, driving as full-motion video clips play through 
the windshield. Here’s where the difference between 
the hand-drawn computer graphics and the high- 
quality video is most jarring, but there is a certain 
thrill in getting used to driving on the “wrong” side 
of the road. 

I Will can be excruciatingly slow: Being forced 
to return to the map at every turn saps the magic 
from the ride. Where the video is high quality, the 
computer-drawn scenes are 16-bit and the acting 
strictly two-bit Still, I Will had some good touches 
and some superb video moments, and, flawed as 
it is, I found the overall game intriguing. Will I 
play it again? Maybe I Will and maybe I Won’t. 
(Pioneer Electronics USA; 800-421-1404; Pioneer 
LaserActive Player, $120) 
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I Will has really fine video, but it’s a really slow 
game. Fun if you've got the time. 
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Sam & Max 
Hit the Road 


dangerous, but we work cheap.” 
like Hunter S. Thompson, cartoonist Steve 
mutant gonzo America. His infa- 
duo—Sam and Max, freelance 
a world of convenience stores that 
hawk “guns, liquor, and baby needs.” And the 
two embrace all the weirdness with a Joycean fer¬ 
vor. Says Sam: “Max, crack open the Tang and 
those little cereal boxes with the perforated backs. 
I love that crap!” 


oum eventually leads to 
Bumpusville and finally to a sasquatch convention 
at the Savage Jungle Inn. 

the Snuckey’s at 
herever you go, 
. Then there 
icluding the world’s largest 

are decrepit carnivals with 
and mondo freak 
re such talismans as the severed 


By Rick Barba 


it country, America. Fruited 
plains and all that. Yours for the taking. All you 
need is a car, man. Which is why Americans have 
always romanticized the open road. I 
Freedom. Rebirth. All that crap. 

But take a road trip in LucasArts new game 
Sam & Max Hit the Road and you’ll see an 
even weirder part of the country: Highways that 
are tacky, tacky, tacky; prefabricated Snuckey’s 
at every exit? and some roadside attractions that 
make late-night cable TV telemarketing scams 
look like “Masterpiece Theater.” 

At the heart of Sam & Max, naturally, are Sam 
and Max. As Sam puts it, “I’m Sam. He’s Max. 


ne really interesting stains. 

boiled repartee keeps the game’s wit in high gear 
from beginning to end. 

The story opens with a trip to a carnival, where 
we learn that Bruno the Bigfoot has escaped from 
his block of ice in the Hall Of Oddities and disap¬ 
peared with Trixie the Giraffe-Necked Girl. Is it 
kidnapping? 

The road beckons, and off we go. Along the 
way we meet country-and-western star Conroy 
Bumpus and his dim henchman, Lee-Harvey. 
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- Purcell is also a brilliant humorist. His satire of 
middle Americana is murderous. For example, in 
the game manual we get some science tips from 
Sam and Max: “Remember: Stalactites hold tight 
: to the ceiling. Stalagmites might grow up.. Try to 
keep all this stuff off your pants.” Or my favorite: 

“Try imagining, how far the Universe extentis! 

Keep thinking about it until you go: 

Even the throwaway stuff is 

tion' point icon during 
a conversation and you 
might get, “My; mind is 
a swirling miasma of 
scintillating thoughts 
" and turgid,ideas.” In 
Bumpusvillc, one-ifi 
Conroy’s platinum 
record awards is for - 

the country classic Jj* ,h e Myst efv T"^^S 
“Let’s Get Drunk and fe 11 ' s - This » s 0rtex ' Of co tlrs 
5 Shoot Things.” And ^ politically cor- n ° globe " will '’‘'Os to i, no ^" 

rect hotel sign at the site of a bigfoot convention y °“' W 

proclaims, “Welcome, Podiatrally Gifted.” 

Okay, I like a lot of lines in the game. I mear 
lot of lines: But the best come when Corn 
Bumpus sings in his concert hall, which is a tw 
ed version of the Disneyland Tiki Room: 


various things if you’re stuck in a perplexing pi " Sam and Max live in a 

zle. Sam’s furry little buddy is quite ri 



world of convenience 
stores that hawk guns, 
liquor, and baby needs. 


That's why I’m... 

Happy being King of the Creatures 
I'm proud to he the Lord of the Odd 
I love collecting things with grotesque features 
It makes me feel like some Chaldean god. 

Sam and Max gladly put their talents at your 
service. For example. Max’s proclivity for wanton 
violence frequently proves to be a useful tooi. His 
deadly bunny teeth can snip samples of twine or 
shear an entire woolly mammoth. He’ll gladly 
“help” a hypercephalic cat produce (read regurgi¬ 
tate) an important document. Heck, Max will 
even take a face dive into a fuse box if necessary. 
And love ever) volt. 

Purcell and Sam & Max codesigners Sean 
Clark, Mike Stemmle, and Collette Michaud 
deafly share an irreverence toward the gamer 
mentality. They include a bunch of satiric mini¬ 
games—carnival attractions like Wak-A-Rat, 


hours on end. 

The animation is excellent. 
Like another recent LucasArts 
cartoon triumph, Day of the 
Tentacle,'this game 


a roadside dri- : , 
ving range called 1 
Gator Golf, a 
strategy board ; 
game called Car 
Bomb, and a super- 
.... fluous arcade se¬ 
quence called Hiway 
Surfin’. Of course, 
you might find these 



pie like Larry Ahern, Lela 
Dowling, Jesse Clark, and 
Peter Chan. This group is learning good lessons 
from Chuck Jones and the Warner Brothers car¬ 
toons of the golden age. (LucasArts; 800-782- 
7927; DOS, $59.9% 
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This is America. Anything’s possible. 


9 m 


im & Max is the most computer fun I’ve had in 


have been craving for years. It’s hip, funny, 
adult, and well written. If you buy only one 
adventure game this season, get Sam & Max. If 
you buy 12, buy it 12 times. 
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balloons used in conversation by clicking when 
done. Instead you must choose an overall speed 
number from 1 to 20 and hope that you’ve chosen 
the right one. I never managed to get it right—the 
short text balloons took too long and the long 
ones disappeared before I finished reading them. 

Any mistake you make while choosing conver¬ 
sation branches destroys your game and you must 
restart. Nearly all the puzzles in the game relate to 
items gathered through conversation branches. 
Mess up and you’re back to the last Save. Using 
items is frustrating at best. Movement within and 
out of each screen requires extreme patience, and 
the puzzles are way beyond intuitive. 

Innocent Until Caught had potential. The idea 
has merit. The writing is good. The graphics are 
adequate or better. However, this game’s interface 
is among the worst I’ve seen. The game itself is 
so...so...well, British and difficult that I’m guess¬ 
ing only Anglophile gamers with a masochistic 
bent will have any interest. Psygnosis can do (and 
has done) much better. Spend your money on its 
Lemmings games instead. (Psygnosis; 800-438- 
7794; DOS, $49.95) 


Innocent Until 


y Rick Raymo Welcome » 

Until Caught, from 
the psingular pholks 






t,ec»» se 




They say the only things certain in life are death 
id taxes, and if you want to put off death for 
more than 28 days, you’ve got to pay off 
the futuristic Internal Revenue Dec¬ 
imation Service. That’s how long the 
IRDS is willing to wait before they 
fold, spindle, and mutilate you 
beyond recognition. 

The promising premise: You’re 
■Jack T. Ladd, master thief, a not- 
so-nice guy with a severe tax lia¬ 
bility. The IRDS has nabbed 
you, and they want their cut of 
your lifetime of undeclared, illicitly 
garnered income. They’re not looking for explana¬ 
tions, excuses, or deals. They’re looking for cash. 

With fines added, your tax bill comes to more 
than you’ve ever earned, illicitly or otherwise. 
You’re flat broke. Busted. Unless you pay the bill 
within 28 days, you’ll suffer the usual IRDS penal¬ 
ties: Torture, followed by sale of all usable internal 
organs, and death—and all goods belonging to 
family and friends become the property of the 
IRDS for 15 generations. 

Irritating Until Quit 

It’s too bad that story line alone does not a great 
game make. 

Disregard the fact that the final 
production version of this game 
locked up after loading at the con¬ 
figure screen. Ignore the fact that the 
game couldn’t find the device driver 
for a Sound Blaster and had to be 
tricked into using an Adlib driver. 
These trivial (albeit annoying) problems 

A bigger problem is the interface. The 
game has a typical icon-based active screen 
that requires that you click hot spots on the screen. 
For some reason, each object requires a few 
s seven) clicks before it regis- 
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Lost in Time 



By Al Giovetti 


begins simply enough with a letter: You’ve 
inherited a mansion on the French coast from a 
distant relative. But when you get there, the gate’s 
locked and a note tells you that smugglers have 
been using your new mansion to store contraband. 
Things start to get weird when a smuggler cap¬ 
tures you, and he turns out to be a time traveler 
who intended to kill one of your ancestors—a 
hundred years ago. 

Such events might leave most of us confused, 
but not the plucky heroine of this adventure. 
Doralace is a modern woman who’s up to the 
challenge—with a litde help from you. She’s also a 
mlot and, as she soon finds out, a time traveler 
who can explore the past. 

In Lost in Time, Doralace visits the present-day 
coast of France as well as two locations in the 
past—a Caribbean island and an ill- 
fated cargo galleon. You use the mosdy 
mouse-driven interface to guide Dora- 
lace’s adventure, selecting locations 
and objects to solve puzzles. Sometimes 
you’ll need to have an appropnate item 
ready to get the 
results that you 
want For instance, 
when you come to 
the hatch leading from the first 
must have the 


o get the key to the manor house, use picti 
wire with the door handle. Attach the wire to the 
ery, which should have vinegar in it, to create 
ilectromagnet. Use the dart to push the key 
ugh the hole, and then put the electromagnet 
he hole under the door to get the key. Finally, 


ok in many places, many times. Check for false 
ttems in chests. Open a drawer or chest mor 
an once. You never know what you’ll find. 




only to find 
later that you 
can’t go any 
further. Fortunately, you can save as many games as 
you need to—you’re limited only by hard disk space. 
And Sierra and Coktel, the makers of the game, have 
thoughtfully provided three hints (they call them 


ated with a variety of 
techniques. Some loca¬ 
tions were digitized from 
film while others were 
drawn by the famous French cartoonist, Segur. 
Fourteen professional actors appear in pop-up full- 
motion video windows. Other attractions include 
excellent music from Charles Callet and, in the 
CD version, 45 minutes of full-motion video with 
digitized speech. 

Although the video isn’t the best I’ve seen, this 
is still a high-quality effort with plenty of chal¬ 
lenge. As the first in a planned series of Doralace 
adventures, it creates solid groundwork for future 
products. If you’re hungry for challenge, Lost in 
Time provides plenty of food for thought. (Sierra 
On-Line; 800-326-6654; DOS, $59.95; CD for 
DOS, $69.95) 
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IT'S NOT FOR PLAYERS—IT'S FOR PARENTS 


With thousands of video games on the market, how can parents keep up 
with their kids’ games? They can’t. They have to stay ahead of them. 
PlayRight is the first video game publication written expressly for parents. 
Here’s a sample of what’s inside. 

Parent's Choice 

A buyer’s guide to the right games for your kids. 


COMPANIES 




THAT CARE 


Companies that are doing it right. 




FEATURES: 


piAyRigHt's picks For 
PROD lGI 3(J5 PM TERs 


Feature articles on the latest and best games for your kids. 
Plus, a feature article on current controversial topics in each issue. 



Interviews with child development experts and industry leaders 
discussing the controversial topics of the day. 


PlayRight is the only place parents will find this kind of information. 
Keep ahead of the game. Order PlayRight today! 

For Subscription Information Call: 
1-800-337-PLAY 
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In lyCar Racing 


By Wayne 
Kawamoto 


kll that’s 
IndyCar Racing are 1 
the exhaust fumes 
nose, and the centrifugal pull "" *° Wew t 
as you hug the comers (though you’ll proba¬ 
bly lean into the turns anyway). This simulation 
from Papyrus and Virgin Interactive Games accel¬ 
erates past the pack. 

Like most recent car simulations, IndyCar 
Racing whirls you into a 3-D world that almost 
makes you forget that you’re sitting in front of a 
:r. The racetracks are the most detailed 


experience 


tion in racing technology and strategy, the 


about gear ratios and tire compounds? IndyCar 
Racing offers the options of the best simulations 
on the market and adds its own innovations. 

For instance, IndyCar Racing lets you adjust 
the front and back antiroll bars, brake bias, and 
turboboost in real time as you race. To com¬ 
pensate for the constant wear on your tires or 
other changing conditions, you can make 
these adjustments on the fly. Other race 
es force you to perform these adjust- 
ts before the race, if they let you make 


You do need to make some adjust¬ 
ments before you hit the track: Set the 
front and rear wing angles to adjust 
downforce. Tune the suspension. Set 
gearbox ratios. Select tires for the track 
conditions, and set their pressure and 
stagger. With IndyCar Racing, compe¬ 
tent driving isn’t enough. 

The game also lets you alter race 
parameters. Since races can easily last 
for hours, you can compete for just a 


Tenderfoots ca 

ith a deep founda- for an invincible car. This gives you a good chance 
finish a race in one piece, but it also provides an 


The Nitty-Gritty 

There’s more to successful IndyCar racing than 
driving technique, and today’s best racing simula¬ 
tors aren’t limited to moving 3-D scenery. In simu¬ 
lations like IndyCar and Microprose’s World Whet 
Circuit, you can make like a pro and spend some game 


IndyCar Racing lacks World Circuit’s “ideal 
line,” which shows how the pros take the turns 
and position themselves on the track. All the same, 
IndyCar’s tire marks, or “grooves” on the tracks, 
can serve pretty much the same purpose. 


PC Like a Wheel 

>u’re ready for the advanced stuff, set the 
manual shift and braking and go for it. 
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This is a major step up—IndyCar has a learning 
curve tighter than a hairpin turn. 

The joystick configuration departs from that of 
other race games in that button A accelerates and 
button B brakes. Most driving simulations, from 
World Circuit to Accolade’s Test Drive, use joy¬ 
stick up and down positions to accelerate and 
brake. IndyCar Racer’s button-activated controls 
simulate the foot pedals of an actual grand prix 
racer a little more closely. 

IndyCar Racing also supports linear steering with 
a joystick or yoke. This should, in theory, more 
closely resemble real-life control. However, in actual 
use there’s little discernible difference. Another 
option is to use the keyboard, but I recommend a 
joystick, yoke, or wheel for better performance. 

Competing in single races is all well and good, 
but for the ultimate challenge, put the pedal to the 
metal through a whole season. Compete for grand 



prix points on re-creations of such real tracks 
as Long Beach, Nazareth, Laguna Seca, and 
Exhibition Place, Toronto. At the end of the sea¬ 
son, an overall champion is crowned. Fortunately, 
the game’s preseason practice gives you unlimited 
time to evaluate your car setups and hone your 
driving technique on each track. 

The game also features head-to-head game play 
via 9,600-bps modems. If the computer opponents 


aren’t enough of a challenge, go up against a 
friend and see who gets left in the dust. 

Relive your triumphs and crashes with built-in 
playback. Review the action once, or save it for all 
time. In addition to the usual VCR-like controls, 
including rewind, forward, and play, you can select 
camera angles and even view the action from 
another vehicle. Watching replays in IndyCar 
Racing feels a lot like watching a race on television. 

The program’s in-depth documentation goes 
into detail about racetracks, strategies for qualify¬ 
ing and racing, options for equipping your car, and 
general racing concepts. The manual also goes into 
technical detail, explaining such terms as down- 
force, tire contact patch, engine torque, understeer, 
oversteer, and drag. The better you understand 
these concepts, the more craftily you can customize 


IndyCar has a 
learning curve tighter 
than a hairpin turn. 



Graphically, IndyCar Racing is the most attrac¬ 
tive automobile-racing simulation to date. Its tex¬ 
ture maps bring life to the passing virtual world— 
grass, walls, road, and billboards. The dust flies, 
and so do the sparks when you hit the wall. It’s a 
discrete step up from World Circuit’s polygon- 
fill world. And the game 
offers adequate race 

IndyCar Racing surges 
ahead of die competition. 

Its realistic courses, condi¬ 
tions, cars, and modifica¬ 
tions, combined with excel- 

tion, make this the greatest „ 

of the latest crop. While W"ei'"' e 
some gamers may enjoy the 
more arcade-type ride delivered by Accolade’s 
Speed Racer, IndyCar Racing guarantees to make 
the hearts of realistic-simulation fans race with 
excitement. (Papyrus Publishing; 800-874-4687; 
DOS, $74.99) 


|l|2|3|4|s| eTy I 8 E|l°l 

IndyCar Racing is the best racing experience to 
hit the PC. It’s got strategy, technique, realistic 
cars and modifications, and great graphics 
that immerse you in the world of high-speed rac¬ 
ing. The challenges are intense and the competi¬ 
tion never gives up. You’ll grow with this one for 
a long time. 
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chShop 


By Christopher Lindquist 


In Search of CD-ROM 

















The drive really struts its stuff on multimedia titles and 
games with long video segments. The 450Kbps trans¬ 
fer rate results in smoother video playback than its dual¬ 
speed cousins provide. Some tests indicate that the 
drive takes a while to get up to speed, so titles that 
make a lot of quick trips to the disc may not show much 
improvement But if what you want is the cutting edge, 
this is the drive to own. It even tops the competition with 

gies; 800-632-4636; PC/Mac, approximately $500) 

Plextor DM-3028 

“The fastest GD-ROM drive in the world” is how Texel 
(recently renamed Plextor) used to advertise the 
DM-3028. It’s a conclusion that varies 
depending on whose test you use, but 

out worthy CD-ROM drives. 

Though the DM-3028 uses a 64K I • cr 
cache to keep down costs, the drive still 
offers throughput of 335Kbps, a full 10 
percent faster than the Sony and Aztech drives. A 
240ms average aci 
Butth 


SCSI controller, expect to pay at least $100 more to 
get this drive up and running. Rus, its caddy-style 
loader slows you down a bit when changing discs. 
(Rextor, 800-886-3935; PC/Mac, $329) 

Sony CDU-33A 

Sony took a sledgehammer to the price barrier with 
this one. The CDU-33A is a dual-speed drive with a 


: uses the familiar tray-style 
loader audio CD players use. 

Of course, the low price involves a trade-off: 
don't expect blazing performance. While the 
drive has a 300Kbps throughput, it sports 
—y—v only a 64K cache and a stodgy 350ms access 

O^ w|| time. That means some delay while the laser 
hunts for data And the drive’s proprietary Sony 
interface will keep Mac users away. If cost is your prime 
consideration, though, the Sony is hard to pass up. 
(Sony Electronics; 800-352-7669; PC, $19995) 

Toshiba XM-4101 

Toshiba has been sitting on top of the CD-ROM drive 
world for some time. Toshiba drives offer perfor¬ 
mance and reliability that are second to none. But the 
biggest drawback to the company’s drives has always 
been their correspondingly high price. 

Now Toshiba is bucking that trend. The Toshiba car¬ 
ries a suggested list price of $320 without a SCSI 
interface card, and street prices will be well under 
$300. And it economizes on energy, too, using a mere 
3 watts of power. This puts it in tune with the recent 
trend toward green PCs that cut energy use and cost 
Rus, the inch-high drive is designed for today's low- 
profile desktop systems. It features an innovative tray- 


fftha 

-ih: 




:e you get with Toshiba’s more 
expensive drives, such as the XM-3401, 
Hf which costs $510. To cut costs, the XM- 
4101 has only a 64K cache and an average 
320ms access time. By comparison, the 
3401 has a 256K cache and a 200ms access time. 
(Toshiba; 714-457-0777; PC/Mac, $320) 

One last thing to keep in mind about CD-ROM 
drives before you go shopping: Specifications such as 
access times should be used only as general guide¬ 
lines—determining them is more hocus-pocus than 
hard science. While it’s a safe bet that a 240ms drive 
will be faster than a 380ms model, another manufac¬ 
turer’s 280ms drive may beat them both, depending 
on the software cache it uses. So, in addition to 

turer when you shop for the perfect drive. ^ 


By Christopher Lindquist 


£ 




What Makes It Multimedia? 


k bviously, you need a multimedia 
^computer to take advantage of 
M today’s hottest software titles. But 


em. But should you get an MPC Level 1 or an 
PC Level 2 system? Does it matter if the sys- 
ms carries an MPC logo? And if all MPCs 
irry basically the same components, what’s 
e point of the logo? 


Toar 


ition display, a sound card, and a CD-ROM 
rive. These peripherals deliver video and audio 
apabilities far beyond those of a standard PC, 
nd most of the latest games and titles require 


iia PCs 


different combination of components, there was 
no single standard platform. Since a title 
designed for one system was unlikely to run on 
another, software i 


including the MPC logo.) YouVe probably seen 
the rainbow logo on everything from CD-ROM 
titles to full-fledged multimedia PCs. 

Unfortunately, the MPC logo is not a seal of 
approval. And its mere presence (or absence) 
doesn’t guarantee the quality of the box or the 
components inside. To the MPC Council’s 
credit, however, the MPC standard has been 
steadily improving. Last May, it announced the 
MPC Level 2 standard. Requiring at least a 
486SX, 4MB RAM, and a double-speed CD- 
ROM drive, this platform is adequate for the 
vast majority of multimedia titles out there 
today. (See the Multimedia PC Shopping List 



■ vendor that mj 
ponents that comply with the standard bothers 
to use the MPC logo. Smaller companies find 
and larger compa- 
-ith the competition. 
So don’t worry about whether the hardware 
logo; just make sure it 

meets the requirements. 

Carry the list on the following page with you 
when you shop. It covers everything your sys¬ 
tem components need to qualify as MPC 2 
system, upgrade kit, or CD- 
ROM drive you're looking at meets these speci- 
confident that your system 
will be ready for today's multimedia software 
and is well positioned for whatever tomorrow 
may faring. ^ 
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The Mark IIWCS™ 

Also Allows you to 
Program your Joystick) 
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FCS” (Joystick) 
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Learn to fly, get the bigger 
picture, and fix your 
ailing CD-ROM drive 


TechShop 

SiOiSi 


Fear of Flying (Computers) 

Mj0isbanti has a fear of computers, and I 
tB^o^mhim overcome it. He has 
alwaffiFwarmd to fly an airplane, so I 
thought a flight simulator would be a good 
way to introduce him to the PC. But which 
one should I buy? 

Lorrain Schneider 
Gallows Bay. St, Croix 

Microsoft Flight Simulator 5.0 will make an 


With a faster processor, video card, and CD- 
ROM drive, your window could be bigger. 
Ideally, you’d get a 486DX processor, a local- 
bus video card, and a dual-speed CD-ROM 
drive, which could cost you almost $2,000. And 
that still might not be enough. 

Even at its best, Video for Windows doesn’t 
come close to filling the screen: A quarter- 
screen image is the most you can hope for. If 

dedicated video-decompression card such as 


gy, but they want to see complex, data-inten- 
sive games and multimedia titles. Equipped 
with a CD-ROM drive, this machine could be 
just the ticket 

If Atari sticks to its proposed schedule, the 
CD add-on should be available sometime this 
summer, followed shortly by a “true virtual- 
reality system,” whatever that means. Of 
course, if computer companies stuck to their 
proposed schedules, they wouldn't be comput¬ 
er companies. 



in the sky is trying to shoot you out of it 


Blinded by Windows 

I hav&tddimtf applications that use Video 
for 'WindoM clips, but the video window is 
sc^BmanFs almost unwatchable. How 
can I enlarge the image before I go blind? 
Ron Weiss 
Lubbock. Texas 

| drome, a common malady among Video for 
| Windows users. Unfortunately, the only cure is 
\ to spend some money. (Funny how most of our 
| answers start this way.) 

| The power of your system components 
I determines window size in Video for Windows. 


Plans for the Jaguar 

I’ve been (tearing good things about the 
Atari Jaguar, but I’m a little leery because it 
doesn't cmsfyvith a CD-ROM drive. Does 
Atari have plans to come out with one? I'd 
rather not pay big bucks for a 3DO sys¬ 
tem, but I like the idea of CD-ROM games. 



come out with a CD-ROM drive. A lot of people 
are excited about the Jaguar’s 64-bit technolo¬ 


does any device, whether it’s a printer or a CD- 
ROM drive. 

Find the MSCDEX.EXE driver that came with 
your CD-ROM drive and install it according to 
the instructions. If you cant find the driver, call 
the drive maker and say that you need it If the 
company doesn’t have one, you bought the 
wrong drive. Return it if you can, and get a drive 
that supports Windows 


Tube Games 

I'm really, reaiiy tired of playing my super- 
high-res mjmames on a dinky 14-inch 
mohitdyWien. I have a 30-inch television 
in the living room. What products would let 
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Taking on the same challenged that World War II fighter pilots faced, 
your tour of doty includes some of the most heroic battles ever fought. 
Battles that will have you chasing down Wildcats, Corsairs,-and Zeros 
in death-defying dogfights. Performing high-speed dfv.es upon heavily 
defended carriers. And pushing your skills to the limit as you master 
WWII air combat in an innovative virtual cockpit. 

The outcome of the war in.the Pacific turns upon your action: 

Your task force is depending on you. And the skies are yours 
control in 1942, The Pacific Air War. 



TechShop 

S.O.S 


me use my TV as a monitor? And do any 
of them actually work? 

Rick Malloy 


Several products let you enhance your games 
by running them through a TV instead of a PC 
monitor, and yes, they do work. Don’t set your 
sights too high, though. A PC monitor is still the 
best tool for viewing PC output 
Both Advanced Digital Systems and Creative 
Technology make connectors (the Game 
Blaster and Creative TVCoder, respectively) 
that turn VGA output into something you can 
watch on your TV for around $150. But remem¬ 
ber that a TV set provides lower resolution than 
a VGA monitor, so text and images may be 
fuzzy and hard to read. A TV equipped with 
Super VHS (S-VHS) inputs offers somewhat 


If you just want to kick back on the couch 
and play some games on the tube, these tools 
certainly let you do it, even if the picture isn't 
crystal clear. Of course, you’ll have to move 
your computer to your living room. After you 
cart a system back and forth a couple dozen 
times, you may be ready to drop $700 for a 
3DO multiplayer and a new set of games. 


Multiple Button Madness 

I see an awful lot of joysticks in computer 
stores that have more than two buttons, 
but most of my games only support but¬ 
tons A and B. Is there any way to get the 
other buttons to actually do something? I 
don’t want to pay for buttons on a joystick 
that I’ll never be able to use. Maybe there’s 
a software program available that will let 
me activate them? 

Stephen Lao 
San Francisco, Calif. 

This is yet another example of the incredible 
foresight of early computer system developers: 
There is no standard way for game developers 
to write programs that support more than two 
joystick buttons. As a result, any developer 
who wants to support a multibutton joystick 
must write directly to the programming inter¬ 
face of such products as ThrustMaster’s Flight 
Control System and CH Products’ Flightstick 
Pro. Since this translates into more work for 
the programmer, support for sticks of this type 
is limited primarily to flight sims, where the 
extra buttons not only add to the realism but 
are about the only way to keep your butt from 
getting shot off. 


ThrustMaster does currently offer the Wea¬ 
pons Control System, which contains a pro¬ 
grammable chip that can emulate key presses 
on a keyboard, giving those extra buttons new 
life. CH Products and Kraft are both supposed 
to be developing similar, programmable joy¬ 
sticks as well. 


variety of joysticks with buttons that can be 
programmed to do just about anything. See, 
Apple really does know what it’s doing, no mat¬ 
ter what anyone says. ^ 


Fax, mail, or e-mail your queries to the 
SOS staff at: 

• Electronic Entertainment 
951 Mariner’s Island Blvd, Suite 700 
San Mateo, CA 94404 

• Fax:415-349-7781 

• CompuServe: 73361,263 

• America Online: ElecEnt 

• MCI Mail: 611-7339 

We can't respond to every question 
or send personal responses, but we 
will answer the most pertinent ques- 


CD-I: Dead or Alive? 

The critics are wrong: Don’t kiss CD-I goodbye 
yet. At long last, dozens of innovative titles and 
games are turning up on this veteran platform. 
We check out the best. 

Curling Up With 
An Electronic Book 

From interactive encyclopedias to children’s 
books, fiction, and poetry, multimedia 
publishing is gaining ground. Find out how 
interactive storytelling is shaping up, what 
good it is, and where it’s headed. 


Batter Up! 

Baseball lovers won’t want to miss our ulti¬ 
mate guide to computerized baseball. Step up 
to the plate with contributing editor Don 
Steinberg’s line-up of top contenders in every¬ 
thing from Rotisserie League managers to 
home simulations. 

Hands-on: 

We review Logitech’s new SoundMan sound 
board, Peter Gabriel’s Xplora I, and virtual 
travel for kids, and give you the lowdown on 
ten hot multimedia systems. 
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East, PC World Middle East; FINLAND’S MikroPC, Tietoviikko, 
Teitoverkko; FRANCE’S Disttibutique, GOLDEN MAC, InfoPC, 


Woche, Publish, Unit; HUNGARY’S Alaplap, Computerworld SZ 
PC Virlag, PC World; INDIA’S Computers & Communication- T< 
,,r PC World Israel; ITALY’S 




• News; KOREA’S Computerworld 
'' ” >rea; MEXICO’S Compu 

rid Mexico, MacWorld* Mundo Unix, PC World, 
Windows; THE NETHERLANDS Computer! Totaal, LAN 
Magazine, Lotus World, MacWorld Magazine, NEW ZEALAND’S 
Computer Listings New Zealand, New Zealand PC World; NIGE¬ 
RIA’S PC World Africa; NORWAY’S Computerworld Norge, 
C/world, Lotusworld Norge, Macworld Norge, Networld, PC World 
Ekspress, PC World Norge, PC World’s Product Guide, Publish 
World, Student Data, Unix World, Windowsworld, IDG Direct 
Response; PANAMA ’S PC World; PERU’S Computerworld Peru, PC 
World; PEOPLE’S REPUBLIC OF CHINA’S China Computerworld, 
China Infoworld,PC World China, Electronics International; China 
Network World; IDG HIGH TECH BEIJING’S New Product World; 
IDG SHENZHENZHEN’S Comput " -- 



1, MAC&PC, Macworld, Mikrodatorn, PC World, 
Publishing & Design (CAP), Datalngenjoren, Maxi Data, Windows 
World; SWITZERLAND’S Computerworld Schweiz, Macworld 
Schweiz, PC & Workstation, PC Katalog; TAIWAN’S 
Computerworld Taiwan, Global Computer Express, PC World 
Taiwan; THAILAND’S Thai Computerworld; TURKEY’S 
Computerworld Monitor, Macworld Turkiye, PC World Turkiye; 
UKRAINE’S Computerworld; UNITED KINGDOM’S Lotus 
Magazine, Macworld, Sunworld; UNITED STATES’ AmigaWorld, 

Video World, DOS Resource Guide, Electronic Entertainment, 
Federal Computer Week, Federal Integrator, GamePro, IDG Books, 
InfoWorld, Info World Direct, Laser Event, Macworld, Multimedia 
World, Network World, NeXTWORLD, PC Letter, PC World, 
PlayRight, Power PC WorldPublish,, SunWorld, SWATPro Video 
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Today the power to fundamentally change edge you and your organization's greatest 
the way we communicate and learn is breakthroughs in improving the way we 
at our fingertips. Multiple media — text, work and learn. The importance of these 
graphics, sound and motion — have been achievements is demonstrated by the corn- 
integrated through digital technology to of top industry sponsors to the 

deliver a communication experience that NewMedia INVISION Multimedia Awards, 
dramatically alters the ward winners will be 


receive information. We 
see it as the dawning of 

the age of multimedia | spring's largest showcase 

j|l for multimedia applications, 
people. In business, gov- tools and systems. May 23- 

26 at the Georgia World 

social realms, tremendous breakthroughs Congress Center, Atlanta. ■ Call us today at 
in communication and interactive informa- 1 -800-MULTIMEDIA to obtain your 
tion retrieval are being achieved every- NewMedia INVISION 1994"Call for Entries" 
day. ■ NewMedia Magazine, in association poster and entry form. Deadlinefor entries 
with leading minds of the industry and is March 31,1994. Take this opportunity to 
education, believes it's time to acknowl- show the world that history is in the making. 


Multimedia 


Awards 





In Association With NEC Technologies 


of muIlM 
□ the age of 


[age of multimedia the age of multimedf 
timedia the age of multimedia the age' 
tthe age of multimedia the age of multin: 
p the age of multimedia the age of mull 
o f multimedia the age of multimeafathe 
g e of multimedia the age of rrtultimedic 
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Premier Corporate Sponsor: NEC Technologies ■ Gold Corporate Sponsors: Creative Labs • Macromedia 
Silver Corporate Sponsors: Corel • Media Vision ■ In-Kind Sponsors: 3M Prerecorded Optical Media 
Altec Lansing • Silicon Graphics ■ Industry Sponsors: The Interface Group, COMDEX/Spring '94 
Ingram Micro ■ Media Sponsors: Electronic Entertainment Magazine • Online Design Magazine • Variety 
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What The 

Electronic Entertainment 
buyer wants... 


The facts. He gets them from 
the authoritative resource for reviews, 
previews, stats and stories on electronic 
entertainment; the readable, respected, 
cut-the-hype monthly for the 
savvy user. He gets the facts he needs 
to buy from the source he trusts.. 

ELECTRONIC ENTERTHINMENT. 


Ken Buchmann 

Gallery Advertising Representative 



415-286-2552, 415-349-8532 (fax) 
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Get his attention in ihe 
Electronic Entertainment Gallery 


CD-ROM Developer* Computer Vendor 
Hordiuore Accessories • Edutainment/Hobby Software 
• PC/Mac Gomes • On-line Gomes • Coble IV Boxes 
•CD-ROM Moil Order • Mullimedia Software 
MultimediaHordiuore etc... 


Various Sizes *Four Color‘Affordable Rotes 

The Gallery provides advertisers a flexible may to reach the burgeoning 
electronic entertainment marbet mithout paying premium rates. Our projected 
100,000 readers are tootling to the Gallery for their product needs. Hake sure 
your product is there for them to see. 



415-286-2552 • 415-349-8532 fax 


















Game Over 
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House Party 


Liast month, I was thinking about 
building a virtual room. It still sounds 
like a good idea, but on second 
thought, why stop there? Now I want a 

at the very le 



have to lift the receiver if you wanted priva¬ 
cy. These are just a few of the interesting 
things a smart house could do—beyond 
keeping your electrical bill under control. 

But playing games with your house 
would be even more fun. Just by knowing 
where you are, it could play all sorts of sim¬ 
ple games—like “hot-cold,” using warmer 
and cooler wafts of air to guide you to the 
right spot. The reverse game, of course, 
would be hide and seek. The house would 
cover its collective eyes while you went into 
hiding, and then try to find 
you by listen¬ 
ing (through 


the house would automatically blend and 
augment their voices. Think what it 
would sound like when people started to 
dance. Of course, you could record the 
whole thing for playback later and give your 

And with a smart house, you could have 
one heckuva murder-mystery dinner 
party. (If you haven’t hosted one of these 
yet, I highly recommend it.) The idea is that 
all the people at your party are characters 
in a mystery story, 
and through an elab¬ 
orate question-and- 


r all of the 

rooms in the house would be virtual rooms 
like the ones I talked about last month (“The 
Virtual Room,” February, page 120), with 
video-screen covered walls able to recreate 

Smart houses aren’t a new idea, but most 
commentators focus on the energy saving, 
home security, or simple convenience impli¬ 
cations. Just like the promoters of business 
multimedia, these pundits may be missing 
the point. With a little imagination, you 
could easily teach a smart house all kinds of 
cool tricks. 

Just for starters, it would quickly learn the 
preferences of everyone who lives in the 
house and automatically adjust itself—or its 
temperature, lighting, what have you— 
depending on who’s in what room when. 
With the right motion, weight, and optical 
sensors, it could even distinguish between 
household members. That way, it could 
automatically answer incoming phone calls, 
ask callers who they wished to reach, scan its 
rooms for the right person to take the call, 
and then activate the room’s speakers and 
microphones to connect the call. You’d only 



Your 

house would make a top-notch party host, 
too. Try dancing to music that moves from 
room to room. Maybe it could pull the party 
around the house in a sort of rock ’n’ roll 
samba line. And the evening would end with 
all the dancers boogying onto the front lawn, 
just like the end of a Disney production 
when all players exit stage right. 

Speaking of musicals, how about turning 
your house into a musical instrument? 
I admit it’s far-fetched, but if it isn’t impossi¬ 
ble, I say try it. For instance, you could 
have the house play notes in pitches that 
are a function of your side-to-side location 
in the room, with the amplitude depending 
upon your forward/backward position in 


But games for grown-ups are just the 
beginning. You might feel funny talking and 
playing games with your house, but your 
children won’t have any hang-ups about it. A 
smart house could be a great babysitter, 

It may take a few years, but sooner or 
later our houses will be a lot more than stu¬ 
pid, inanimate containers. They’ll be intelli¬ 
gent and active family members who can 
remind, assure, entertain, protect, and even 
play with us. I can’t wait. ^ 

Nolan K. Bu 

and created Chuck E. Ci 
chairman of Octus, in San Diego, California, the 
maker of FT A software. Write him do Electronic 
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At the Summer Consumer 
Electronics Show, an incredible 
new 











Upgrade up to a Sound Blaster" 16, and you've got PC 
audio as real as it gets. 

Real CD-quality, 16-bit stereophonic sound. Real built-in 
upgradability. And best of all, real 100% Sound Blaster 
compatibility. 

All of which may just be why we're the 16-bit PC audio 
standard. And why those other manufacturers spend so 
much time comparing themselves to Sound Blaster. 


But like the man says, Get Real. Because there's 
only one card thafs ^ 


And thafs a 
Sound Blaster 16. 
For information, call 
1-800-998-5227. 


CREATIVE 





Our goal is to preserve classic video game magazines so that 
they are not lost permanently. 

People interested in helping out in any capacity, 
please visit us at www.retromags.com 

is made from these scans, nor do we offer anything 
available from the Publishers themselves. 

i selling releases from 
t them and do let us know. 


Thank you! 




